
FiMALLY: The FULL STORY 
on Sony's amazing PS2 
adventure, with exclusive 
screens and new info! 
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Enjoy the blistering speed of 60 frames 
per second with as many as four players 


# ^hndur 


#moar 


he fastest first-person 
shooter ever made 
for a gaming console; 

www.timespiittersgame.com 


imeSplitters, Free Radical names and logos are trademarks of Free Radical. ©2000 Free Radical. Eidos Interactive and the EicJos Interactive logc 
^S" Familv ioqo are registered trademarks of Sony Computer Entertainment !nc. The ratings icon is a trademark of the Interactive Digital Soflv 
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Choose and even customize any of the 34 different motorcycles available. Fitted m\h 
independent front and rear suspension for the truest riding sensation, you'll get a real 
feel for the track, especially when you meet it face first. 

You have total control of the bike, even when it's airborne, so you can puli off ail 
the nasty tricks, from can-cans to superman. And TV quality replays of the race will 
prove who's tame and who's insane. Once you get it in gear, compete in different 
championship seasons, and you'll open up new hidden levels if you win.. 


real bike physics and real race strategies, you can test your riding skills in all the 
different disciplines of motorcycle racing: From supercross to motocross, from 
freestyle to traffic, Moto Racer World Tour's simulation of the bike's handling makes 


butter to the roof of your mouth. Pull up lame, and the only trophy you're going home 
with is a bad case of road rash. 

All The Real Tricks. All The Real Tracks. And All The Real Wrecks. 

Rev up the throttle and tear it up on 18 of the world's most famous circuits, including 
Suzuka, the Stade de France, and Britain's Isle of Man. t ^ ^ - - ,.. 


life-like, 


you can practically taste the mud 


© 2000 Delphine Software Ihternatibrial. Ali rights reserved, Moto Racer World Tour and Delphine Software, Ifiternatibnal 
are trademarks or registered trademarks of Delphine Software International. Distributed by Intogrames, Inc. Infogrames and 
the Infogrames fogb are fradeiriafks of Infogrames, Inc, and its affiliates. PlayStation and the PlayStation logos are registered 
trademarks of Sony Computer Entertainment Inc. All other trademarks are the property of their respective companies. , 
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CHRIS SLATE Editor-In-Chief 

LIKES: All types of games, but especially platformei^ 
HOBBIES: Comtes, hoops, J-Pop, movies, DVDs 
What game remimis you of the holidays? 

Dirto Rikki for NES. Picture this setting; Christmas tree, 
presents, the Slate family gathered around the dinner 
table... Know what's missing? ME! I had to spend 
Christmas Day in the office playing tluough Dino Rikki 
for the old Game Players mag. Damn you, Rikki! 


1^^^ e've been looking high and low for new 
^ 1 1 PSone games to cover, and the pickings 
HHH are slim. The industry has switched 
over to PS2 faster than anyone expected, which 
can be a drag if you're sticking to the PSone. 

There are still a few big games on the way, 
such as Driver 2, Tomb Raider Chronicies, and 
WWF Smackdown 2, and I'm sure we’ll see 
some good titles in 2001. But as the PSone 


library continues to shift younger, don't expect 
to see many titles that aren't based on a Disney 
movie or a weekday afternoon cartoon. 

I just want you guys to know that we haven't 
forgotten the PSone owners, and we'li continue 
to cover the aging system as best we can — 
there Just isn't much out there right now. PS2 or 
PSone, we'll always be your top choice. 

► CHRIS SLATE 


BILL DOHOHUE MANAGING EDITOR 

f rKl! Flight Sims, Football llcM i ll ; Music 

vinvfii rxihir ixivtiiiii;: ycirt of ilic 

Quarters. Put the quarter in the shot glass and 
you get to drink... oh, you mean v/deogames... 


RANDT NEk^ON NEWS EDITOR 


Shooters, Racing, Platform 
Kdlll i i lii; WWF, Sci-Fi, Action Figures 

f'si'iTC, ftTfirurl:!; yew ov Uic 

The Super Spy for Neo Geo. I somehow 
managed to play it for 14 hours straight on 
Christmas day and made myself really sick. 


their games better than anybo^. How we mostly 
keep 'em around to poke fun at, and because of 
those Christmas party photos they have on Chris. 


vriifa jjHitie rcritiit:i:' yvu ci uh.- 

SSX. The snow, the trees. Before I had a son, I 
used to hit the slopes, but now they hit back. 


STEPHEN FROST SENIOR EDITOR 

(Reviews/Previews) 

Fighting Games, RPGs, Dancing 
ii I Making fun of Randy 

' ,1 I ! ' ■Xvrir.i’fis;’)-; ii-i tfjc.-; 

That would have to be Christmas NIGHTS. 
There's just something about that game 
that captures the holiday season so well. 


TOKOYA STRATEGY EDITOR 


I Ui! f; Fighting, Action/Adventure, RPG 
I IC0i> I ;i I i;: Anime, WWF, Japanese Rap 

§ yiltal yymf; yinj. af vlif holitinyjvf 

^ I guess that would be The Mask. It reminds 
} me of the first Christmas 1 can remember; 
I waking up and finding the pillow case with 
I the eye holes cut out under the tree. 




GARY LIEW GRAPHIC DESIGNER 

! nil S: Driving backwards IIOI I il S; Spackle 

i’.tiim'iyuli. (.*! iJiX; liEilicr^y.^V' - 

Are there no Zoomo games? No, because it 
makes us sad. Damn you, Zoomo! 



e Just love artist Hike Wieringp's style. We loved it when he drew Marvel and DC characters like Spider-Man and 
Robin, and we love it even more in his original title, Teiios. If you haven't seen this comic yet, check it out — espe¬ 
cially if you're a fantasy RPG fan. Mike also illustrated our Dino Crisis 2 cover back in August of 1D99. He's da man! 




▲ This was one of Mike's first sketches, kind A This was a really cool idea, and one that 

of a "safe" pose that we wanted to have in we tried hard to make work. There are two 

case the other sketches were a little too things that held it back, though: 1) Toran, the 

crazy. In the end, it was a little too safe, main character, was positioned way too low, 

though. Oh well, we got what we asked for. and 2) It was simply too much to fit in. 



A We decided to take a simpler approach, 
something that was direct, but not as boring 
as the first sketch. By focusing on the 
lighting, the image looks "older", which is 
something we were concerned about 



A The final image is Just what we wanted. 
First of all, it's a kick-ass drawing. The 
lighting givK it an edge, and the look in 
Toran's eyes goes along perfectly with our 
"Zelda Killer?" coverline. Great job. Hike! 
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As the gruni|>idy Orinch. your 


mission 


Slime 


Stomfj and Smash everything far and 


near 


Gadge-ts 


With Gizmos and 


heart that 


too small 


Whoville 


from short Whos to tall 


And why should your grinchity ways bring such 


feeling it gives you inside 


warm 
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UNIVERSAL 


Dreamcast 


Comic Mischief 


UNIVERSAL 
INTERACTIVE STUDIOS 


ROtMl 


www.univeiralsludlos.com 


^The Gfinch'^ interactive game © 2000 Universal Interactive Studios^ Inc- Based on "How the Grinch Stole ChristmasT' book and characters'*^ & © Dr. Seuss Enterprises^ L.P, 1957. Licensed by Universal 
Studios Licensing, Inc. Published and distributed by Konami Corporation. All Rights Reserved. PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. Sega, 


EVERYONE 


Anirjc:ti;dl Mfnd + Mcavpfiipnt 


CCMTEWT MTFQBr 


Dreamcast and the Dreamcast logo are either registered trademarks or trademarks of Sega Enterprises, LTD. Game Boy and Game Boy Color are trademarks of Nintendo of America Inc. © 1989, 1998 
Nintendo of America Inc. The ratings icon is a registered trademark of the Interactive Digital Software Association. Konami" is a registered trademark of Konami Co,, LTD. © 2000 Konami. 
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We've got top tips to help you get the most 
out of SSX, hnal Fantasy IX, 0Q4<?: 


iO ► TOP STORY 

We went all the way to Japan to bring you 
our first-hand report of this year's Fall 
Tokyo Game Show. Check out how the 
PlayStation2 completely dominated! 


the reasons why, read 
our full review on page 


We've tweaked our Letters section since 
last issue, so be sure to stop by and look it 
over. Be sure to let us know what you think! 


36 ► CHECKPOINT 

23 ► NIHON CAME OTAKU 
26 ► PERIPHERALS 

30 ► Q&A 

24 ► RUMORS 




I7B ►LINK-UP 
177 ►PAUSE 
180 ►FANART 


► saent Hill 2 


Konami's adventure/ 
horror game is back, and 
looks to scare the hell 
out of you on PS2. We 
preview the game on pg. 
118, and interview the 
creators on pg. 30. 


We’ve got lots of great reviews on tap this 
month, such as Final Fantasy IX, WWF 
Smackdown 2, and DOA2: Hardcore. 


Buy, sell, and trade your old PlayStation 
games and peripherals with fellow PSM 
readers from across the country. 


Want the latest Info on red-hot games? 
Check out this lineup: Zone of the Enders, 
Soul Reaver 2, Gran Turismo 3, Fear Effect 
2, Kfortoa 2 and tons more! 


Your sneak-peek at what's coming up in the 
next jam-packed issue of PSR, plus our 
"Write This Caption" contest. 


review of this great 


also tell you how to 
unlock all the hidden 
costumes on pg. 152! 






^ Twisted Metal 


back on track on PS2. 
Check out the first-ever 

93, and 


pictures on p 
don’t miss out on Sweet 
Tooth's wicked robot! 
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100 
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□53 

>■ MDK2: Armageddon 

108 

► Sky Gunner 124 ; 

Dark Cloud 

□30 

p- Midnight Club 053, 

160 

► Sky Odyssey IDS 

^ D0A2; Hardcore 

046. 152 

>■ Mike Tyson Boxing 

080 

► 55X 164 

>■ Dragon QuesI VII 

126 

^ MOH: Underground 058. 

154 

► Summoner 072 

► FearEffecIS 

130 

^ Moto CP 
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► Spyro The Dragon 3 D56 
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081 

► TimeSplitlers 065 

► FIFA PS 
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► NHL 2001 P52 
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► FIFA PS2 
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► NHL 2001 PS 

047 
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^ Final Fantasy IX 

□44. 148 

^ Orphan: Scion of Sorcery 

051 

► Urirea) Tournament 062, 156 

► Cradius III & IV 

050 

>■ Ray Crisis 

□50 

► Warriors OF Might & Magic 099 

Gran Turismo 3 

116 

^ Ragman 2 

038 

► WCW Backstage Assault 080 

^ Cungrilfon Blaze 

□50 

^ Red Faction 

122 

► WWF Smackdownl 2 068 

>■ Inll. Track And Field 

□73 

^ Ring Of Red 

092 

► Wild Wild Racing 

>■ Kenya 

122 

^ Seven 

□92 

► World Is Not Enbuph> TI|ej 076 

^ Klonoa 2 
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128 
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^ Knockout Kings 2001 
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► Shadow Of Memofies 
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PSn is the magazine for the gaming Elite — the 
hardcore gamers that support and drive this 
industry. This is NOT a "mass-market " magazine. We 
don't focus on 'tun for the whole family ", or waste 
space interviewing movie stars that have nothing to 
do with games. That's just not what we're into. 

PSn is also proudly independent We have no 
offkial corporate sponsor, so you can trust that our 
reviews and opinions will always be 100% our own. 
Our readers always come first and we would never, 
EVER betray your trust This is our promise to you, 
the hardcore PlayStation gamer, who deserves 
nothing less. Now let's get this issue going! 


Could it be true — could Sony's new 
Dark Cloud possibly be as good as 
Nintendo's Ielda7 Believe it or not, it 
could very well be. After playing it 
ourselves, we can honestly say that the 
game has everything it needs to be the 
premier PlayStationZ adventure game 
of next year. To read about all the juicy 
details, turn over to page 118 right now 
and check out our four-page, preview, 
which is packed with inform^ton and 
new screens that you've never s^n! 
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Visit www.esrb.org 

or call 1-800-771-3772 
for more info. 
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Available at launch 


Wild Wild Racing ©2000 Rage Games Limited. All 
Rights Reserved. Interplay, the Interplay logo and “By 
Gamers. For Gamers.” Are trademarks ol Interplay 
Entertainment Corp. All Rights Reserved, “RlayStatlon’ 
and the "PS” Famity logo are registered trademarks ot 
Sony Computer Entertainment Inc. 
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You can't walk ten feet at the 
Tokyo Game Show without 
passing a beautiful woman 
handing out videogame adver¬ 
tisements. They're cute as a 
button, wear kooky costumes, 
and always have a smile ready 
for a quick photo. 
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GRAN TURISnO 3 was Sony's most-hyped game 
with rows upon rows of demo stations. 






CHECK OUT ALL OF THE 
TOP GAHES FROn TGS! 

We brought back new 

screens and info on ail the 

biggest games of the 

show, so be sure to check 

'em out! Use the list below 

to flip right on over to the 


interest. They're all look 
good, so don't forget to 
see them all! 


TEHM 


SKY GUNNER was the biggest surprise of the show, 
and got a lot of attention in Sony's area. 


MONITOR 


► DARK CLOUD pg. Bi 
I ►GT3pg.n6 

► KENGOpg.122 

^ ► KLONOA pg. 106 
^ ► RING OF RED pg. 9^ 

► SEVEN pg. 92 

I ► SEVEN BLADES pg. 

1 ► SHADOW OF 

nEHORIES pg. 104 

► SILENT HILL 2 pg. 1 

► SKY GUNNER pg. 12 

► Z.O.E. pg. 94 


PSz Dominates 

Tokyo Game Show 

Nobody else even bothered to show up 


wice a year, Tokyo 
Game Show takes 
_ over the Nakuhari 

Messe in Kaihin Makuhari, 
Japan, and madness ensues. 
Thousands of japan’s most 
hardcore gamers flock in from 
all over the country to test out 
the newest games. TGS isn’t 
as big in size as our own 
annual E3 expo, but there is 
still usually plenty to see. 

However, this year the 
show was a little thinner than 
usual, simply because Sega 








didn’t show up, and neither 
did Nintendo, which always 
skips TGS in favor of putting 
on its own annual event. Also, 
Microsoft hung X-Box banners 
ail over the Messe, but was 
nowhere to be found on the 
showfloor. So, the Autumn 
2000 Tokyo Game Show 
belonged almost entirely to 
the PlayStation2, and Sony 
made the most of it. 

The biggest attractions at 
Sony’s booth was a new 
playable version of the PS2 
adventure/RPG Dark Cloud, 
and a playable Gran Turismo 
3. Show goers could test drive 
the amazing-looking PS2 
racer using Sony's new force- 
feedback steering wheel, and 
while some seemed to have 
trouble grasping the control 
at first, others commented 
that it handled incredibly well. 

Sony’s big surprise was Sky 
Gunner, a colorful 3D shooter 
that looked like it could be 


one to watch for. For PS one, 
Sony focused on Crash Bash, 
which has just recently been 
announced over there. 

Sony had a solid set of 
triple-A titles, but Konami 
easily had the best overall 
showing with a ton of new 
games on display. Highlights 
included a playable demo of 
Zone of Enders, Shadow of 
Memories, Seven Blades, and 
a video wall showcasing the 
company’s two big sequels, 
Metal Gear Solid 2 and Silent 
Hill 2. We even got some 
hands-on time with Konami's 
Castlevania game for Game 
Boy Advance, and it rocked! 
It’s an all-new title that plays 
just like Symphony of the 
Night, so PS fans will definite¬ 
ly want to check it out. 

So, TGS was smaller than 
usual, but still packed quite a 
punch. Most of the best 
games are previewed in this 
issue, so check 'em out! 


The BIG Games 


These titles kept the longest lines 
during all three days of the show 


SELECT 


NOTES 


CAPCOn TO INVENT A 
BRAND-NEW GENRE? 

The company that coined the term 
‘survival horror' is planning to 
introduce a whole new type of 
game on PS2, according to 
Capcom director Yoshiki Okamoto. 
Further details are unknown at this 
time, although it has been revealed 
that the character designer on 
leading Capcom series like Street 
Fighter and Breath of Fire is lending 
working on the project Just what 
could this game be? 

NAnCO PLANS AIIAJOR U.S. 
DEVELOPED ACTION GAtlE 

A company best known for its 
Japanese titles, Namco has begun 
hiring staff to work on a U.S. 
produced action game, presumably 
for Play5tation2. According to 
recruitment info, candidates 
applying for positions on the 
project should not only love games 
such as Metal Gear Solid and 
Syphon Filter, but also the work of 
acclaimed Hong Kong action movie 
director John Woo and leading man 
Chow Yun-Fat Very interesting... 

KING'S FIELD 4 

It was the first role-playing series to 
be released on the first PlayStation, 
and now it’s making the move to 
PS 2. From Software, developer of 
the series, was one of the first 
companies to show a demo on the 
PS2 hardware way back at this 
system's Introduction — which just 
happened to be a concept test for 
a new King's Field. Now the full 
game will indeed be released as 
early as March in Japan. 

PS2 GETS VOICE RECOGNITION 

Taito has unveiled the latest USB- 
based peripheral for use with PS2; 
a voice-recognition microphone 
and headset due out in Japan on 
December 7. The company has two 
games in the works for the device, 
one of which, unfortunately, is a 
Mahjong title. Sony has a more 
advanced speech-recognition tech¬ 
nology In the works, but we 
probably won't see it for a while. 

NAnCO HINTS AT ACE CONBAT 4 

Namco has officially stated that It 
has a game in the 'flight shooting' 
genre underway for PSZ Ace 
Combat is of course in that genre, 
and is one of Namco's biggest 
bread winners. We'll have the 
official word when it comes down, 
but you'll probably want to get your 
flight jacket and mirrorshades 
ready (cue the Top Gun music...). 
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^ Kain's back in action and lobking 
scarier than evor. In early tests, his 
new polygonal character model 
moves as good as it looks. 




Legacy of Kain side-story 
set for late 2001 on PS2 


ood Omen II 
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▲ The game's environments are alreacly looking highly defiled with 
great lighting* In the final product, they will be densely populated. 


JTT1 ith its first PS2 title, 
LiJ Legacy of Kain: Soul 

Reaver 2 well underway, 
Crystal Dynamics is also 
quietly working on another 
game in the Legacy of Kain 
universe. Scheduled for 
release next fall, Blood 
Omen II (working title) 
is a side-story to the 
original Blood Omen: 
Legacy of Kain and 
will feature gameplay 
elements from both of 
the Soul Reaver games. 
PSM recently got 
the chance to see 
some early snippets 
of the game in action 
and was impressed. As 
in the original Blood Omen, 
players will control the 
vampire Kain, and the 
gameplay can best be likened 
to an action-RPG. Familiar 
play mechanics, such as blood 
sucking, will make a return, 


but the real focus at this point 
is being placed on the greatly 
expanded combat system. 
Kain will be able to utilize a 
variety of weapons, such as 
swords, daggers, and axes, 
each with their own combos, 
plus the ultra-realistic enemy 
Al promises to make for some 
harrowing (not to mention 
realistic) fights. There will also 
be an increased emphasis on 
stealth as Kain makes his way 
through the game world on 
yet another quest for 
vengeance against human 
kind. He'll be able to hide in 
shadows, sneak along 
rooftops, and even lure 
hapless citizens away from 
crowded areas to feast on 
their blood. Yuck! 

Though it's still got almost 
a year of development to go, 
we were able to land the first 
glimpse of Blood Omen H's 
super-detailed Kain character 
model and environments for 
your viewing pleasure. We'll 
have more on the game 
(including a full preview) as its 
fall 2001 release draws closer. 



Resident Evil No 
Not Dead Yet 

tlK director to helm delayed flick 


E n elieve it or not, there're 
LJ still some signs of life 

coming from the believed- 
dead Resident Evil: The Movie 
project, once set to be directed 
by renowned zombie movie 
maven, George Romero. And 
believe it or not, another 
videogame film veteran Is 
evidently on the case. 

According to a report in the 
British sci-fi film magazine SFX, 
Paul Anderson (the man 
responsible for the big-screen 
version of Mortal Kombot, 
along with scare-fest Event 
Horizon and snore-fest Soldier) 
is attached to direct the film, 
although a studio budget and. 


most Importantly, release date 
remain unknown at this time. 
Not too long ago, Hollywood 
gossip indicated that a script 
was indeed in hand 
for the film. 

He may not have 
George Romero's 
track record with 
zombie movies, but 
what Paul Anderson 
does have is a real 
knack for psycho¬ 
logical frights (as 
seen in his Event 
Horizon), which will 
hopefully work for 
this film. More info 
when we hear it! 


^ WHAT YOU 
SHOULD BE 
I PLAYING 

1. Final Fantasy iX 

This is one epic adventure that 
every gamer should embark on. 

2. DOA2: Hardcore 

Not only PS2's best fighting 
game, but one of the best ever. 

3. Spyro: Year 
Of file Dragon 

I Platformer fans, this is your 
dream come true. It's the little 
I guy's biggest adventure yet. 

<i. Fledal Of Honor: 
Underground 

First-person, World War II 
action/adventuring that's even 
better than the first game. 

5. Nidnight Club 

This totally unique city-based 
racer is packed with thrills and 
tons of shortcuts. 


RUMORS 

by BlueLED 

As always. I’ve had my ear 
to the walls and I’ve been 
tappin’ the calls... 

NAUGHTY DOGS 

Crash Bandicoot creators Naughty 
Dog are hard at work on a new, top- 
secret PlayStation2 project, which 
introduces a totally new character 
that uses a unique mode of transport 
to negotiate stunt- and obstacle- 
packed platform-style levels — one 
story has it that he's a roller-skating 
naughty dog. The Naughty Dog guys 
are keeping the game under very 
tight wraps, but were hardly stealthy 
when they chartered a private Boeing 
727 to fly them into San Francisco for 
an October party. Who says there's no 
money in games? , 

PRICE FtXIN' 

By the time you read this, the 
following rumors may be fact Sega 
will drop the price of Dreamcast to 
$99 before Christmas to compete for 
market share and media attention — 
and the PSone may also drop in price 
to as little as $69 at roughly the same 
time. Better yet, retail outlets are 
preparing for a pretty dramatic shift 
downward for all existing game SKUs, 
so that means cheaper PS, N64 and 
even Dreamcast games. 

ONIINE EXPIOSION 

Several developers we’ve talked to 
insist that they're starting to include 
online functionality for PS2 games. 
Add to that Sony's plan to ship a 
broadband adapter in Japan before 
this year ends, and you get the 
suspicion that Sony's online plans may 
not be as distant as first thought. 
Quake 3 online for PS2? That's what 
we hear... 

CHIPPED AND SHIPPED 

By the time you read this, several 
importers will be offering chipped 
Japanese PlayStation 2 s, modified to 
play US games and movies. Sony is 
already planning to make future 
games "spot" modded Japanese units 
and those games won't work — just 
like the situation now. 

FACTOR-ING 

After the launch delays, the last thing 
you'll want to hear is about more — 
but we hear exactly that — as pro¬ 
duction switches to .18 Micron 
versions of the Sony chips, further 
delays can be expected, a situation 
exacerbated by the comparatively tow 
yields at that process. 
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Activision’s llarvel 
Lineup 


Spider-Nan and the X-Nen 
get set for PS2 action 



«T1 ot off the release of 
mjj 5pider~Nan and X-Nen: 

Mutant Academy for PSone, 
Activision has made it official that 



Even if the second X-lien film 
doesn't hit theaters anytime 
soon.. PS2 fans won't have to 
wait long for mutant action. 


the company is planning new 
games based on both comic book 
series for PlayStation2. 

In regards to the 5pider-Man 
title, PSii has learned that it 
probably won’t be out until the 
upcoming Spider-Man movie hits 
theaters in late 2002, and it is 
expected to be skew older than 
the PSone game, perhaps to fit 
the atmosphere of the Sam 
Raimi-directed film. Inside word 
also suggests that a developer has 
yet to be pegged for the title, 
although Neversoft, which was 
responsible for Spider-Man on the 
PS, would seem the ikely choice. 


As for the X-Men, two titles are 
destined for Sony's new console, 
one being a fighting game (likely a 
sequel to Mutant Academy) and 
the other is being touted as an 
action-RPG. No release dates 
have been given just yet, but 
we'll keep you posted. 

In related X-Men news, 
rumors have begun to 
circulate that a solo Wolverine 
game is in the cards for PS2, also 
from Activision, although the 
company has yet to make an 
official confirmation of the title. As 
always, you'll hear it here first. So 
stay tuned, true believers ~ when 



niR nCHTERS Ain FOR PS2 

New version of cutesy shooter to boast new features 


Acclaim has confirmed that work is well underway on an 
enhanced PS 2 version of its Dreamcast action-platformer 
Fur Fighters. UK-based developer Bizarre Creations is 
currently retrofitting the title specifically with Sony’s new 
console in mind, with some of the refinements expected to 
include new levels, new enemies and new weapons, not to 
mention enhanced multi-player modes. 

The game, which should appear before March 2001, 
will also boast densely populated levels and what Bizarre 
Creations is promising will be a major graphical overhaul. 
Expect more info (and the first screens) soon, action fans. 
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▲ This is a screen of the previous 
Dreamcast version of the game — 
the PlayStationZ version is expected 
to look significantly better. 


SURVIVING THE PSS DROUGHT 

Foilow this checklist, and landing a system 
will be a LOT easier 


H urprisingly, you're not 
completely out of luck if 
you're still on the hunt for a PS2 
during the holiday rush. We've 
come up with a few post-launch 
tips that should dramatically 
increase the chances of getting 
your hands on one of the 
100,000 systems that'll be 
shipped to stores each week 
through the end of the year. 

1. Check with all of your local 
stores that are actually carrying 
P52 to find out on what day 
and at what time their weekly 
restock shipments will arrive. It's 
likely that these shipments will 
only include a few systems, so 


try and prepay (or at least get on 
a list for one) if possible. If not, 
make sure to get to the store an 
hour or so before the shipment 
arrives and hang out. 

2. Check with stores that have 
preorder lists to see if any of the 
people who were on them have 
dropped out. Many times, people 
on these lists (even If they’ve paid 
a small deposit) have already 
found a system somewhere else, 
an may not have informed the 
store they preordered at. If a guy 
isn't showing up to claim his 
system, you might could nab it. 

3. Check out online retailers that 


you normally wouldn't expect to 
have a PS2. One such store is 
Webvan.com, which most 
people consider a grocery store, 
but will be stocking a few 
systems on launch day. This 
same strategy applies to walk-in 
stores such as Sears, which 
aren't normally associated with 
videogames, but do carry them. 

4. Finally, most stores will put 
systems up for sale if they aren't 
paid for within a set period 
(usually two days). Just be per¬ 
sistent, and chances are good 
that you’ll wind up as the lucky 
owner of a brand-spanking-new 
PiayStation2 before too long! 


It comes 
to comic book 
games, it 
looks as though 
there can never 
be '"nuff said” 


Marvel's web-slinger will 
swing onto PS2, but 

2 . 






EVERQUEST 
FOR R2? 
ALMOST... 

Verant hints at its massive 
franchise coming to PS2 

In a recent interview with 
our sister magazine, PC 
Gamer, Verant Interactive 
producer Brad McQuaid 
confirmed that his company, 
which is responsible for the 
hugely popular online PC 
game Eve^uest, is indeed 
developing a massively multi¬ 
player online title for PS2. 

“We’re working on a 
massively multiplayer 
PlayStation2 game, and 
there are definitely a lot of 
questions: how do you patch, 
how do you communicate 
with others without a 
keyboard? I think it will end 
up being a very different 
game," said McQuaid. "Our 
first idea was to just port 
EverQuest to a console. It's 
like, no, we can take the 
same world and the same 
name, but it's not going to be 
the same game." 

No further info or release 
date is known, but we’ll keep 
you posted with the latest. 



A EverQuest was the first true 
online mega-hit, and hopefully 
Verant will be able to deliver 
the goods on PlayStation2. 






What's hot and what's 
not in the gaming world 


+ 


PS2 LAUNCH LINEUP 

Not only are there loads of 
games, but there are some 
downright amazing ones, too. It'll 
definitely set the precedent for all 
future console launches. 

EXCLUSIVE PS2 GAMES 

Sure, Crash and Spyro are going 
to Xbox, but their developers, 
Naughty Dog and Insomniac, 
aren't working on the projects — 
they're making brand-new, 
exclusive PS2 games instead. 

SONY’S DEVELOPMENT PUSH 

We'll hopefully be seeing a lot 
more AAA-grade titles out of 
Sony CEA and 989 now that 4pe 
Escape’s executive producer, 
Shuei Ishada, Is in charge of 
development over there. 

ONIHUSHA’S GAMEPLAY 

We were worried that this game 
might end up just being Resident 
Evil in feudal Japan, but the early 
version's control scheme is far 
better than anything RE has done. 

ONLINE GAMES 

All of Sony’s development studios 
have at least one online PS 2 
game in the works, including the 
team behind EverQuest 

iLINK NETWORKING 

Unreal Tournament has it. Gran 
Turismo 3 will have it, and here's 
hoping that even more network¬ 
able games are on the way (for 
more than two systems, also). 


THE PS2 SHORTAGE 

Sony’s slashing of launch day 
shipments by 50% has caused a 
lot of woes for gamers and stores. 
The flow of systems should pick 
up in the next couple of months. 

GANEDAY BOMBS 

GameDay 2001 — what the hell 
happened? You've really got to 
feel for the game’s development 
team, who had to have been 
pressed to push the game out for 
launch way before it was ready. 
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netal Gear's main man talks about the 
creation ofKonami's anime-inspired action title 



ROUND ONE: Heroism 

Orko: Urn... Helps keep spirits 

Vivi: Helps to protect his world 

high as kingdom's court jester 

from being taken over 

Advanfage: Vivi 

Orko: Preaches important safety 

Vivi: Teaches his race about the 

tips and life lessons to kids 

Advanfagg: Orko 

philosophy behind life and death 

ROUND TWO: Lovelife 

Orko: Short enough to peek up 

Vivi: Once "got busy in a Burger 

Teela's skirt at Royal functions 

Advanl^age: Orko 

King bathroom” 


n n a recent interview. 
Metal Gear Solid director 
Hideo Kojima shed some fight 
on the beginnings of Konami's 
first major PS2 release. Zone 
of the Enders, on which he is 
serving as producer... 

PSM: Did you deliberately 
want to work on something of 
contrast to Metal Gear Solid? 
Hideo Kojima: First of all, the 
Z0.£ team branched off from 
Meta! Gear Solid. They were 
working on a different game 
focused on magic spells, but it 
really wasn’t going anywhere. 

So I asked the team "what 
kind of game do you think you 
can do well and give your best?" 
When I asked them, they said 
they could probably come up 
with a good robot animation- 
based game. 1 envy them in a 
way, because I basically give 
them the freedom to do 
whatever they want to do! 

PSn: What led to your choice 
of staff for the game? 

HK: Mr. Okamura was the main 
programmer of my game 
Policenauts and when he first 
joined Konami, he kept on 
saying "what 1 want to do at 
Konami is to come up with a 
robot anime adventure game." 
So it's been like a promise 
between him and me. 

Mr. Nishimura worked on 
designs for Gundam Wing and 
Gundam X, the newer genera¬ 
tion Gundam series. One day he 
came over to our company and 
basically said "I want to work on 



A Hideo Kojima is at the helm of 
two of next year’s top games. 


games. The games industry 
looks very exciting, let me do 
something." So I had him work 
on the motion for Metal Gear 
Solid and when he was done, I 
wanted him to do what he excels 
in, which is character design. 

In many other games there's 
always a famous character 
designer, but all he or she does 
is come up with the initial 
sketches and character setting, 
then they're given to the team 
and they do whatever they want 
to do. But with Yoji Shinkawa 
and Mr. Nishimura, they come up 
with the initial sketches and they 
supervise how they are turned 
into 3D models and how they 
move in the game. 

PSn: What is your approach 
to the visual style and atmos¬ 
phere of Zone of the Enders? 

HK: All we have on our minds 
regarding Z.0.£ is to make the 
robots move and look cool, 
instead of thinking about the 
environment and atmosphere; 
that's our main focus. Obviously, 
robot anime is cool, too, but 
what we're deliberately trying to 
do in this game is have the 
robots move in a way that cell 
animation could not express. 

PSM: Thanks so much for your 
time — we can't wait to play 
both ZOE and MGS2! 

► Interview by Amos Wong 


Orko; His only girlfriend, Dree Vivi: Marries Quina, a giant 
Elie, looked just like him androgynous, frog-eating chef 

Advanfage: Draw 


ROUWD THREE: Magic Abili 


Orko; Can pull funky gold Vivi: Can rain down comets and 

medallion out of "0" on chest meteors on enemies 


Advanfage: Vivi 


Orko: Spells always backfire Vivi: Lights dragons on fire 


Advanlage: Vivi 



5AYWHAT? 

Vldeogaine characters say the darindest things. Here 
are a few quotes that caught our attention this month: 

'Tour bravado will nof save you from desfh!" 

— Onslaught infforvei ys. Capcom, trying hard to sound intimidating 

T sense magic sword nearbyr 

— A dragon in Dragon Valor, who's apparently still learning English 
"Giganb don’t dier 

— Congol in Legend of Dragoon, speaking nonsense after waking up 


NIHON 

CAME 

OTAKU 

by Max Everingham 

* 

Hello again! What a curious Tokyo 
Game Show it w^s this time around. 
While there wasn't a huge number of 
exciting titles on display, what it did 
tell us is that this next console war is 
going to be a tough battle to win. 
Nintendo, Microsoft, and Sega are all 
bringing out big guns. PS2 is betting 
on multimedia convergence being 
the next big thing though, and we 
sure can't wait to become the proud 
owners of one of those dinky 
CyberShot PI cameras. At the recent 
CEATEC electronics show, we were 
able to play around with one and it 
felt very solid and weighty in use. 

Another fascinating inclusion at 
the CEATEC show was on Panasonic's 
stand. A new portable games 
machinel SD-card compatible and 
incorporating Bluetooth wireless ^ 
technology, the handheld unit looked 
designed more for dramatic effect 
than practical use, but it was only a 
prototype product anyway. But it's 
the kind of design that's looking to 
the future — and something Sony 
could pick up on with their ‘enter¬ 
tainment center' theory. Now let's 
look at what’s hot here in Japan... 

JAPANESE RETAIL REPORT 

In the stores, the newest PlayStation 
babies are the latest in Konami’s 
enduringiy popular Tokomeki 
Memorial dating sim series — this 
one is subtitled ‘Dancing Summer 
Vacation^ so that's enough about that 
— and Khamrai (which is Japanese 
for 'mystifyingly-named RPG') from 
Namco. No sales figures are through 
for either yet, but you can bet that 
the salarymen's penchant for ogling 
underage girls will see the Tokomeki 
picking up big numbers. Be sure to 
check out the sales chart below, and 
I'll see you next month! P Nax 

PLAYSTATION SALES CHART 

1. Dragon Quest VII (PS/Enix) 

2. Gekikukan Pro Baseball 

(PS2/Square) 

3. World Soccer Jikkyou Winning 
Eleven (PS/Konami) 

4. Sangokustii VII (PS2/Koei) 

5. Beatmania Gottamix 2 

(PS2/Konami) 

G. Shin Sangoku nusou (PS2/Koej) 

7. Final FanUsy IX( PS 2/Square) 

8. Jikkyou Pro Baseball 

(PS2/Konami) 

9. SD Gundam G (PS2/Bandai) 

10. Libero Grande 2 (P52/Ndmco) 

¥ 

* Poll conducted from 8/28 to 9/10, 
by Famitsu PS) 
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Peripherals 


DualShockZ not cutting it for DVD control? Check out these flrst 
PS2 compatible remotes. Plus, we rate the latest in racing 
peripherals for both systems. 


DVD WIRELESS 
CONTROLLER 

Company: nad Catz Price: $19.99 


D hough it's a little on the big 
side, this remote is easily the 
best of those we reviewed. Not 
only does it have large, responsive 
buttons and a nice d-pad, but it 
also functions as a universal 
remote for your TV and VCR. Plus, 
all of the basic PS2 DVD 
functions are included and clearly 
labeled. Plus, the button layout is 
intelligent enough so that you 
don't have to keep shifting the 
remote in your hand once you've adjusted your TV 
volume and started a movie. The only real downside is 
that its receiver doesn't have a controller pass though, 
so you have to remove it for playing games. 


^ Randy Nelson 


DVD REMOTE 
CONTROLLER 

Company: Saitek Price: $19.95 


B his is easily the most stylish of the first-wave DVD 
remotes for PS2 and its button layout is the most 
user-friendly. I had a real problem with the sensitivity of 
its directional-pad, though: you really have to press 
hard to make it respond. Also, while the buttons feel 
nice, the special functions aren't clearly labeled, so you 
have to memorize a bunch of similar-looking icons. The 
controller pass-through feature is nice and the receiver 
unit doesn't stick out as far as the 
other remotes we're reviewing, 
but, in the end, this product's looks 
far outperform its functionality. 


> Randy Nelson 


DVD REMOTE 

Company: Pelican Price: $19.99 


P- Randy Nelson 


E n eiican's DVD remote feels 
■ nice in your hand and, 
unlike the Saitek model, has 
easily readable button labels and 
a decently sensitive directional 
pad (although it does feel a bit 
flaky). My biggest gripe with this 
remote is the placement of its 
scan and chapter skip buttons, 
which require you to either 
crane your thumb uncomfort¬ 
ably or shift your entire hand on 
the remote. Also, unlike the 
other remotes we're reviewing this 
month, it doesn’t have a stop 
button. You have to use the X button, 
which isn't labeled as "stop" or identified 
as such in the manual. 


j 



f 


NASCAR SHOCK2 
RACING WHEEL 

Company: Thrustmaster Price: $39.99 

n s the saying goes, you get what you pay for and 
in the case of Thrustmaster's NASCAR Shock2 
Racing Wheel, that isn't very much. 

To begin with, the floor unit that contains the gas 
and brake pedals is incredibly small; so small that the 
pedals are a mere inch apart. There's no kind of lip to 
rest your foot on to hold it still while you're driving. 

The wheel unit itself isn't adjustable, so it always sits 
at about a 40 degree angle. The unit comes with four 
rubber suction cups which are guaranteed not to stick 
to anything, but the wheel's casing has been sculpted 



so that you can try to hold it between your legs. 

1 tried it with three different games and was 
unable to get it to calibrate right on any of 
them. The wheel basically has two settings: 
turn it hard left and turn it hard right. There's 
no precise control that would be the real 
reason to buy a wheel like this in the first 
place. You'd think that peripheral companies 
would look at what's already available and then 
try to top that, but that's not often the case. 

There are better racing wheels available out 
there, most of them at a higher price, but rememt 
you get what you pay for 


^ Rill Donohue 



FREESTYLER BOARD 

Company; Thrustmaster Price: $69.99 


Topping it all off, the things absolutely kills your ankles, since its resistance 
level Is super high. All in all, this peripheral was a coo! idea that 
totally fell apart on execution. And for almost $70, I 
can't really recommend it to anyone. 


^ Randy Nelson 


□ ctually more like a smallish snowboard in size (since it’s also 
intended for snowboarding games), the Thrustmaster FreeStyler 
Board is well constructed, but comes up short where it matters most: 
control. In fact, in the two games that I tested it with — Tony Hawk 2 and 
SSX — there not only wasn’t any advantage to using the peripheral, 
but it was actually a huge disadvantage. 

In Tony Hawk 2, the turning radius was way too big, and in SSX, 
the only thing you could do with the board itself was turn. To make 
either game playable, a DualShock pad had to be plugged into the 
board, since the button layout on its puck-like controller was downright 
unusable. In fact, most of the playing was still done with the pad. 
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From the new “Play as any Skill Receiver” feature, to the tons of new 
perfectly scaled motion captured animations, we've captured the 
power and athleticism of the NFL It’ll get in your head and stay there. 






EVERYONE 


© 2000 NFLR Team names 


is a registered trademark of the NFL players.www.nflplayers.com. © 2000 PLAYERS INC. 989 Sports and the 989 Sports 
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We sat down with these top 
members of the 5H2 Team: 


^ Akihiro Imamura^ Director 
Hasahiro Ito, Chief Designer 
^ Takayoshi Sato, CGI Director 



The early video ofSiientHill 2 scared showgoers out of 
their wits at Tokyo Came Show, We sat down with the 
design team to get ali the creepy details 



PSI1: We haven't heard much about 
Silent Hill 2 before now. Could you bring 
us up to speed on the basics? 

UAH: The game begins when the main 
character; James, receives a letter from his 
wife, who actually died three years ago. It 
says "I'll be waiting for you at Silent Hill, the 
place of our memories". He knows that this is 
impossible because his wife is dead, but he 
still he ends up going to Silent Hill. 

PSH; What's the connection between the 
first game and the sequel? 

TEWI: It’s a totally different story taking place 
in this setting called Silent Hill. The story 
builds around this town. 

PSn: So, there's something about the 
town that is supernatural? Something 
about this town that makes it different? 

TEAfl: There is no specific mentioning of this 
town being evil or supernatural in any way, 


but I guess, yes, it is innately very different. 

PSIf: Will we recognize areas in town 
from the first game? 

TEAtl; You won't find, like, the same buildings 
or the same blocks on the map. But if you’ve 
played the previous game, you might look at, 
say, a river, and think “maybe that's the river I 
saw in the game before". 

PSfl: Does the game play very similar 
to the original? What elements 
might change? 

TEAil: Like the previous game, there will def¬ 
initely be the action and fighting element, and 
the puzzle solving elements. .And v/e'd like to 
add a mode for those who've finished the 
game that’s much more difficult. Not difficult 
as in simply raising the creatures' strength or 
whatever, but by actually doing something to 
make the game difficult in a different way. So, 
we're trying to throw that in the game. 

One thing that’s different about the 
fighting is that, in the previous game, the 
collision could have been better. This time, 


Setting New Standards In CG 

Takayoshi Sato is directing the cinema 
scenes for Si/ent f/f/f 2. His work on 
the first game became one of Silent 
Hiirs trademarks, and if you think 
his stuff for the sequei looks even 
better, there's a very good reason... 

PSn: How much CG cinema time will there be? 
TS: We're aiming for more CGs than in the 
previous game ~ we'd like to exceed that 

I'm actually working in the US right now, 
in San Francisco. This has really helped me 
because the people in the Silent Hill 2 games 
are Americans, but until I moved to the US, 

I hadn't talked to many foreigners. Now 
that I work and live in the US, I get to 
interact with American people every day. 

On the street I see how they walk, how 
they move, or whatever. Before I went to the 
states, I didn't really know, for example, the 







bone structure of a typical American face. Now 

that I'm there, the experiences of my everyday life 

is adding to how I express American characters in the game. 

PSFI: How long have you been in San Francisco? Do you like it there? 

TS: Nine months — 1 love it! I don't like the temperature in Japan [laughs]. 


you'll really feel like you're swinging 
something at the enemy You'll have to hit the 
creature properly to get it 

PSII: What would you say are the 
elements that really differentiate Silent 
Hill 2 from the first game? 

TEAll: One thing that really makes 5//e/?t Hill 
2 a different game is the fog. It’s interactive 
with you, you’re actually walking through this 
thing. Also, the scenario sets this game totally 
aside, away from all of the other games 
that you've ever played. When you play this 
game, you'll probably end up with very 
mixed emotions. 

PSIf: How far along is the game, and 
when is it scheduled to come out? 

TEAR: With regards to the main components 
of the game, the building blocks, we probably 
have, like, fifty or sixty percent. But as for the 
total playable game, we're less than forty 
percent And we're thinking of a summer 
release in Japan. 



PSII: The sound played a very important 
role in the first Silent Hill; you could hear 
where the monsters were coming from 
and things like that What can we expect 
from the sound in SH2? 

TEAll: The sound element is definitely in 
there, with, like, the radio static. When 
enemies come near you, you get static in the 
radio you carry around. And we're not sure of 
ail the details yet, but we will try to add some 
more stuff like that 

PSH: Will all of the creatures be 
different? Will we see any monsters 
return from the first game? 

TEAll: We wanted to change the total image 
of the creatures, so they’re all new. We're 
trying to come up with creatures unlike 
anything you’ve ever seen in other games 
or movies, and a big part of that is how 
they move. 

Realistically speaking, we're aiming for 
about eight or nine different creatures, 
at least. It would be good if we could 
include more. 

PSII: Will the controls be the same 
as before? 

TEAH: We’re still working on the controls. 
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'The scenario 
5e[s ttiis game 
lolally aside; 
when you play 
Ihis game, you'll 
probably end up 
witti very mixed 
emoKons” 


We’re trying to come up with two ways of 
controlling the character One would be like 
Mario 64 or Metal Gear Solid, where you 
press up or down, and you go in that 
direction. Then you've got the Resident Evil 
style, which is like a radio control car 

PSn: Will the game be on DVD? 

TEAll: It will probably be on DVD 
just because, you know, of the extra 
storage space. 

PSN: Is it possible that we might see a 
character from the first game appear, 
maybe in a brief cameo? 

TEAll: Obviously yeah, there's possibilities of 
us doing that 




PSII: Is the team that’s working on 
Silent Hill 2 the same guys that did the 
first game? 

TEAR: It's pretty much the same team, 
yeah. There are ten programmers, five 
character designers, and twenty background 
designers, artists. 

PSH: Is that true that the first Silent Hill 
was the first game that the team had 
worked on? 

TEAR: Maybe fifty or sixty percent of the 
people had never done that kind of project 
Three people on the team worked on the 
Track and Field and Olympics games in the 
past, but it was their first time doing a 3D 
game, and the first time for all of them to do 
an action/adventure game. 

PSR: What is it like moving up to work 
on PlayStation2? 
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PSfl: The first Siimtt HU! used the 
camera in a very cinematic way, 
to help create the mood or 
scare you. Will this be taken 
even further? 

t- 

TEAM: That's definitely one of the 
main focuses, to work on and improve 
the camera angles. 


PSPI: Is there ahydiliig that you've 
thought about ibcliiding, but 
decided it was too graphic? 

TEAII: In the previous; ganrie there, 
were, like, small creatures that walked 
around that sort of looked like 
children. That's something we're not 
going to do in this game. 


PSII: The first game was pretty 
graphic — will there be any more 
or less gore in SH2? 

TEAfl: Now that the graphics are 
more realistic, if we did things the 
same way as before, the game would 
definitely look more violent We have 
to be careful to keep a balance. 
But, you know, we'd like to sort of go 
in that direction of going for the 
violent tastes. 


PSH: So, have you ever heard 
strange noises around the pffice 
while working late at night? 

TEAII: There are some spooky stones 
here in the KCE Tokyo building. 
Supposedly someone has died here, 
and you can hear footsteps at night 
When you fpok up, you see, like, 
someone hiding behind a pillar, but 
you don't know who it is. There are 
some crazy stories here. 


TEAII; In the previous game, we couldn't 
realize what t wanted to because of the 
limited number of polygons for the 
creatures. But thanks to PlayStation2, we 
can pretty much realize what we wanted 
to do the first time. Also, the number of 
frames per second is a very big difference. 

Our programmers are saying that 
developing on PS2 is totally different from 
PlayStation 1. And it is difficult to develop 
for, to pull the maximum potential out of 
the machine. That's really tough to do. 

PSn: What was the inspiration or 
goal in doing the sequel? What did 
you want to do differently or better? 

TEAfl: First of all, given that it’s a new, 
more advanced console, we wanted to 
show better expressions: better hand 
movements, motion of the lips, and the 
overall look. We wanted to raise it to 
match the improvement of the hardware. 

While working on the first game, we 
struggled to come up with the factor of, 
you know, fear. But now that we've 
finished one, and this is our second game, 
we already have the basic stuff figured 
out. This time we’d like to concentrate on 


things like the story line, the gameplay 
and the controls. We want this one to be 
a piece of work that could maybe make it 
in the archives of, you know, whatever. 
Like a great novel that remains forever — 
a piece of work. 

But we’re not saying that we’re not 
working hard on the fear factor or 
anything, that's a given. 

PSn: Unfortunately, we're about out 
of time. Do you have a final message 
for our readers? 

TEAII: Our aim isn’t to try to come up 
with something, you know, totally revolu¬ 
tionary. But the end product will definite¬ 
ly be something very drastic; it will defi¬ 
nitely be worth taking a look at 

And now that PlayStation2 is going to 
be launched In the US pretty soon, we 
really hope that Silent Hill 2 will be that 
kiiter title that makes people want to buy 
the machine. 

PSI1: I think so. What we've seen 
so far looks amazing. Thanks so 
much for you time, and good luck 
with the game! 
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Radical Sound ^ > 

Enhancement for 
Any Video Game 

Console ^ ©iis 

You thought your games sounded great before, wait until you hear 
them WOWed... 

You'll hear more BASS and DIMENSIONAL SOUND for superior 
game play! 

Immerse yourself in radically fuller, richer sound 

Instantly add more bass and dimensional sound to your video games 

Adds headphone capabilities to video game consoles 

WOW Thing for Game Consoles is piug-and-play and 
ready to use with any video game console system. 

So turn on the WOW Thing for Game Consoles and 
take your gaming experience to a whole new level! 

Hear the WOW 
difference... Visit 
www.wowthing.coin 

Availabie at a store near you, at 
www.wowthing.com 
or by calling 
1 - 800 - 656-5426 


www.srsfabs.com 








’i'-f-wi. 


©2000 SRS Labs, Inc. All rights reserved. SRS, the SRS symbol, 
TruBass,WOW and WOW Thing are trademarks of SRS Labs, Inc. 
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Animated Violence 


PlayStation 


V 


‘Ij'li^riil 


fter centuries of war, the two lands horde 

' . . • ...,. ■" ■ .... ' -S... 

have finally reached an armistice. M 
Idisappears somewhere near the war-rava 


swam 








Wmifi 


a mysterious, young warrior named Ryp^ destihief fhoh 

i', ■ -i '■■ ■ ■ ' . ■ 

The next chapter in the epic tale of magic and mystery nhw 
i fate of what lies ahead rests in your control 
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This is your one-stop spot to get a handle on the best stuff headed our 
way. Please keep in mind that release dates are always subject to change. 
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TITLE 

GENRE 

PUBUSH^* 

007 Racing 

Action 

EA Games 

Batman Overdrive 

Racing 

Ubi Soft 

Championship Surfer 

Sports 

Mattel Interactive 

Chicken Run 

Action 

Eidos 

Cool Boarders 200T 

Sports 

Sony 

Crash Bash 

Party 

Sony 

Driver 2 

Action 

Infogrames 

Donald Duck; Goin' Quakers 

Platform' 

Ubi Soft 

Dukes of Hazzard 11 

Action 

Southpeak Int. 

Finat Fantasy iX 

RPG 

Square EA 

Formula 1 2000 

Racing 

EA Sports 

0 ^ In Cold Blood 

Adventure 

Midway 

S* Knockout Kings 2001 

' Sports 

EA Sports 

^ttiooney Tunes Racing 

Racing 

infogrames 

&Mat Hoffman's Pro BMX 

; vf Sports 

Activision 

|4 Mu ppet Monster Adventure 

' ‘‘ii Adventure 

Midway 

HCAA Final Four 2001 

Sports 

989 Sports 

vi NCAA March Madness 2001 

Sports 

EA Sports 

§^^Power Spike Beach Voileyball 

Sports 

Infogrames 

Ready 2 Rumble Round 2 

Sports 

Midway 

ii^Rock 'Em Sock 'Em Robots Arena 

Fighting 

Mattel Interactive | 

r fjRogue Spear 

Action 

Southpeak int. 

' Spyro: Year of the Dragon 

Platform 

Sony 

Star Wars Demolition 

Action 

UicasArts 

The Emperor's New Groove 

Platform 

Sony 

The Grinch 

Platform 

Konanti 

The Mummy 

Adventure 

Konann 

^ The World In Not Enough 

Action 

EA Games 

^ Tiger Woods PGA Tour 2001 

Sports 

EA Sports 

^ Tomb Raider Chronicles 

Adventure 

Eidos 

► WWF Smackdown 2 

Wrestling 

& 

THQ 
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TITLE 

GENRE 

PUBLISHER 

Donald Duck: Goin' Quackers 

Platform 

Ubi Soft 

FIFA 2001 Major League Soccer 

Sports 

EA Sports 

FI Racing Championship 

Racing 

Ubi Soft 

Gradius 3 & 4 

Shooter 

Konami 

NASCAR 2001 

Racing 

EA Sports 

Dayman 2 Revolution 

Platform 

Ubi Soft 

RC Revenge 

Racing 

Acclaim 

Super Bust-A-Movc 

Puzzle 

Acclaim 

The Sky Odyssey 

Action 

Activision 

HI Theme Park Roller Coaster 

Strategy 

EA Games 

WDL; Thunder Tanks 

Action 

h 

3DO 







Music 

Adventure 

RPG 

Adventure 

Sports 

Action 


GENRE 


PUBLISHER 


Ubi Soft 
Take Two 
Atius 
Ubi Soft 
THQ 

Activision 


PUBLISHER 



FEBRUARY 

PS one 



Army Men: Air Attack 2 

Action 

3DO 

Army Men: Sarge*^ Heroes 2 

Action 

3DO 

Carrier Morphed 

Action 

Jaleco 

Formula 1 2000 CE 

Racing 

EA Sports 

MDK 2: Armageddon 

Action 

Interplay 

NBA Live 2001 

Sports 

EA Sports 

On! 

Action 

Rockstar 

Star Wars Starfighter 

Action 

LucasArts 

Surfing H30 

Sports 

Rockstar 

Warriors of Might & Magic 

Action 

3DO 

TITLE 

CENRE 

PUBLISHER 

Blade Arts 

Action 

Enix 

Bugs Bunny & Taz: Time Busters 

Action 

Infogrames 

Scooby-Doo! 

Adventure 

THQ 

TITLE 

GENRE 

PUBLISHER 

4X4 Evolution 

Racing 

G.O.D. 

Army Men: Vikki's Adventures 

Action 

3D0 

Dark Angel 

AdvenUire 

MetroSD 

ESPN MLS Game Night 

Sports 

Konami 

Fur Fighters 

Action 

Acclaim 

Gauntlet: Dark Legacy 

Action 

Midway 

Gran Turismo 3 

Racing 

Sony 

Kengo: Master of Bushido 

Fighting 

Crave 

The Bouncer 

Action 

Square EA 

Tiger Woods PGA Tour 2001 

Sports 

EA Sports 

‘ ■ V--<■^■*',1.>' yZKi’T*" 

T TLE* - 

GENRE 

PUBLISHER 

Alone in the Dark 4 

Adventure 

Infogrames 

Disney's Aladdin 

Action 

Sony 

V.I.P. 

Action 

THQ 

TITLE 

GENRE 

PUBLISHER 

All Star Baseball 2002 

Sports 

3DO 

Dark Cloud 

Adventure 

Sony 

Driving Emotion Type-S 

Racing 

Square EA 

Ephemeral Fantasia 

RPG 

Konami 

Ground Control 

Strategy 

Sierra 

High Heat Baseball 2002 

Sports 

3DO 

NBA Hoopz 

Sports 

Midway 

Onimusha: Warlords 

Adventure 

Capcom 

Seven Blades 

Action 

Konami 

Star Wars: Super Bom bad Racing 

Racing 

Lucas Learning 

Ultimate Fighting Championship 

Fighting 

Crave 

WDL: Warjetz 

Action 

3DO 

Zone of the Enders 

Action 

Konami 
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Here's a look at some of the 
hottest new gear that 
everyone's talking about 


NOHAD JUKEBOX 

$499 I Creative Labs 


nP3 music is ail the rage, and this 
super-player is the undisputed king of 
the hill when it comes to storage 
capacity. How much? We're talking 6 
gigabytes of hard disk space, which is 
enough to hold 100 hours of CD quality 
music. It's is also fully portable, with a 
built-in headphone jack and LCD display. 

The Nomad Jukebox can also support an 
optional infrared remote, runs for 8 hours 
on four rechargeable batteries, and is 
upgradeable via PC or Mac download, it's 
not cheap ($499 is a lot of clams), but if 
you've got the cash to spare, there's simply 


no 

cooler 
(or smaller) 
way to take your music collection on the 
road. You can read more about it at 
www.creativeiabs.com, and if you're 
looking to buy, try www.amazon.com, or 
deaitime.com to see who has the best deal. 



TOPIC DVDs 



OUR TOP PICK: 

SCARY nOVIE 

12 / 12/00 

One of this year’s funniest movies 
comes to DVD. Special features 
include deleted scenes and 
behind-the-scenes footage which 
should be every bit as zany as 
the film itself. 


TOP 5 nOVIES (Theater) 

OUR TOP PICK: 

CROUCHING TIGER, 

HIDDEN DRAGON 12/8/00 

This is one of the first mega-budget 
asian dramas to combine awesome 
fighting with a solid storyline. 
Director Ang Lee (Sense and 
Sensibility) is at the helm with Chow 
Yun-Fat (Hard Boiled) and Michelle 
Yeoh (Tomorrow Never Dies). 



2. Princess llononoke_12/19/00 

3. Nutty Professor 2: The Klumps_12/5/00 

Gone In 60 Seconds _ 12/5/00 

5. Shaft_ 12/12/00 

G. Hobilc Suit: Gundam Wing: DVD Operation 4_12/12/00 


2. Castaway 12/12-00 

SurwVorthis is not. Tom Hanks is a FedEx guy stranded on a desert 
island during the holiday rush, and he's still got packages to deliver. 

3. Vertical Limit 12/8/00 

Chris O'Donnell and Bill Paxton star as mountain climbers on Everest. 
Expect bigger thrills and effects than Cliffbanger... and no Stallone. 


[pS/llil’S MOST WANTED 



I. Dark Cloud 

Sony's massive 3D adventure 
promises to be the first truly 
blockbuster action-RPG of the new 
milienniuml Each new gameplay 
detail we learn has us even more 
eager with anticipation. 




2. lone of the Enders 

The action is fast, the control is 
ingenious, and the graphics are eye¬ 
popping. Now, if Konami can keep 
this up for an entire game, it may 
very well have one of the first truly 
huge PS2 games on its hands. 


3. Silent Hill 2 

Not only does this sequel look better 
than the first game, but it’s countless 
times scarier as well. The fog 
effects and character models are 
simply unbelievable! 


A. Onimusha 

So far, we're highly impressed. The 
gameplay is already quite different 
from the Resident Evil series with lots 
of cool gameplay mechanics, and the 
character models look downright 
jaw-dropping as well. 


5 

This game just keeps looking better 
and better. Sony's new force 
feedback wheel promises to make it 
control just like in real life. Hopekiiiy 
this is just the beginning of what PS2 
will do with racers. 

6. The Bouncer 

Square's next-gen beat-'em-up is 
nearing completion. It'll be out in 
January, but we're still just as 
excited, especially after learning 
more about its unique fighting 
system and multiplayer modes. 





Gran Twismo 3 


7, Batman Beyond: Return Of The Joker 12/12/00 

E. Fushi YUgi; The llysterious Play: Seiryu Box 12/5/00 

9. Tenchi Universe Collection #5 12/26/00 

10. Bubblegum Crisis: Tokyo 2040 Vol. 2_12/5/00 


Dracuta 2000 12/22;00 

Orac is back! Well, actually, this movie is more about the hunt for the 
Count as he heads for America in search of cholesterol-rich blood. 

5. What Women Want 12/15/00 

Mel Gibson can read women's thoughts, which is cool in its own right. 



SALES CHARTS 

' A 

NPD 

PC DATA 

AMAZaN.COM 

Far Mid-September For September 

For October 9 

1. MADDEN NFL 2001 

1. TONY HAWK 2 

1. TONY HAWK 2 


ymt ia i 




2. Tony Hawk 2 

3. Tony Hawk 

4. Gran Turismo 2 

5. Spider-flan 

6. SpecOps 

7. GameDay 2001 

8. Chrono Cross 

9. Driver 

10. WWF Smackdown 




2. riadden 2001 

3. Tony Hawk. 

4. Parasite Eve II 

5. Dave Mirra BMX 

6. Spider-Man 

7. GameDay 2001 

8. PPG Maker 

9. Gran Turismo 

10. Chrono Cross 


■'ri- 


2. Madden NFL 2001 

3. Chrono Cross 

4. Spider-Man 

5. Parasite Eve II 


7. Gran Turismo 2 

8. Final Fantasy VIII 

9. Driver 

10. Tony Hawk 



7. IWisted Netal: Black 

Combine the ^ct that the developers 
of the first two games are working 
on it, with a totally different (and 
very dark) atmosphere, and you've 
got the makings for a mighty car 
combat game. 


8. Klonoa 2 

We saw this game in action at Tokyo 
Game Show, and it didn't disappoint. 
Expect some truly hair-raising 
situations and plenty of classic 
platforming action. 




9. Sky Gunner 

This game plays a lot like StarFox, 
but in complete 3D. Shooters have 
been in kind of a slump lately, and 
Sky Gunner looks to spice things 
up a LOT with some truly 
next-gen gameplay. 


IQ. Soul Reaver 2 

The sequel to one of PSone's biggest 
adventure games is shaping up nicely. 
Look for more (and better) puzzles, 
plus some cool new gameplay 
additions (such as the different Soul 
Reaver types). We'll be keeping a 
close eye on this one. 
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Animated Violence 

Animated Blood 
and Gore 
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Datherinss around the 
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J5 oroup of urban strei 


racers, knouin 
s, pouier and 
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u cu 


running red 
driuing on i 


the cons 


far the" 


are 


Racing action in turn accurataiy mndBied 
citiBS nn both sidBS of thB Htlantic • flBU 
and Lnndnn! 


flBui Vnrk 


17 diffBcant parformancB anhancad cars tn racB ■ 
cnncBpt prntntypBS, faraign sports cars, muscia 
cars and pickup trucks. 


Piag in a parsistant uiorid • uiith intaractiuB 
traffic, padastrians and iaui anforcamant. 


lUin tha pink siips of opposing piagars! 

Risa up through tha ranks in tha iliicit uinrid 
of tha midnight Ciub. 


lUinning cars ara tunad up uiith aquipment 
from straabracing spaciaiists such as Dimmar, 
UailSida, Zandar, nauspaad, UJings lllast and 
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We take our reviews very seriously. 
We spend hours upon hours play¬ 
testing each title to give you the 
best information to help you buy. 

Games that score an 8,9 or 10 
earn a Bronze, Silver or Gold PSn 
flust-Buy award. We don't hand 
them out easily, so if you see one on 
a review, a game box or advertis¬ 
ing, be sure to check that game out. 

Finally, when looking up past 
scores, keep in mind that older 
games usually wouldn't fare as well 
if they were reviewed today. 


IQ ► CU55IC 

A rare gem; Our highest recomniendBfion 

9 > OUTSTANDING 

One of the better games this year 

8 ►VERY GOOD 

You can’t go wrong fUfST-BUY 








7 ► GOOD 

A solid game 

6 ► OKAY 

Kind of fun. but no big deal 

5 ► so-so 

You’ve got to love the subject matter 

<1 ► LACKING Warning 

Big flaws really hurt this game 

3 ►BAD 

Not fun at all 

8 ► AWFUL 

This game is an insult 

I ►WHY? 

Why would anyone do this to us? 
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Square saved its best PlayStation FtmUay for last 




ow! I haven't felt this satisfied after 
completing a game since Hetal Gear 
Solid, The story and the ending are the 

best of any Final Fantasy game. For this reason alone, 
I want to give IX a 10. Unfortunately, while the story is 
amazing, the severe lack of innovation in certain 
aspects of the gameplay slightly hurts IX. 

My first gripe comes from those annoying random 
battles. Although most fans are probably used to 
random battles by now, after having played many 








ac^i^Efllire is maatve 


RPGs, I feel that they detract from other parts of the 
game. Mainly, they hinder exploration. It's difficult, 
almost a hassle, to have to fight every few steps when 
you're trying to find a weapon or boss. When you’re 
forced to fight that much, combat becomes a chore 
that you put up with to get to the rest of the game. 

This leads me to my second complaint. With 
every new FF game, Square tones down the explo¬ 
ration aspect. There are a few times where you'll have 


to search for some secret items, but since IX is very 
story-driven, you're obligated to follow an extremely 
linear path. Exploration used to be a fun part of the 
series, and it's something I’m really starting to miss. 

The only other gripe I have with FFIX is the battle 
system. Although there are plenty of cool spells and 
Eidolons (summoned monsters) to learn, and unique 
weapons to obtain, the combat in this series has felt 
a bit stale for a while. Not since Final Fantasy VI has 
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A Kuja is an arch-foe, and has a strange tie to Zidane 









Ah up-close look at 
the game in action 


ll^ahe^Mho you start 

kidnap 
but ends 

lip hetpHi® instead. 


► ^met is very 

worried ^bdut her mother's 
strange b^vior, and joins 
Zidane to solve the mystery. 


confused 


stand the origin of his 
people. He may be ^ 
timid and shy, but hel 
knows some very 


body guard 

He'fd bilsfm^^ has 

the ptin^els'^ j^t interests in mind. 










A You'll get two di^erent airships 
throughout the course Of the ad venture; 
this is the one you get near the end. It's 
called Invincible, and wiHTfiy anywhere. 


the overworld map, enemy battles u'sually don't in d 




^vr.7;s?..vs* 


You begin the story as a 16 year-old bandit named 
Zidane, who ultimately finds himself on a quest to 
understand the origin of life and the relationship 
between body and soul. To accompany Zidane on his 
soul-searching is a lovable cast of seven other char¬ 
acters, each with their own hopes, dreams and goals. 


The story always flows naturally, and develops most 
of the characters very well. You grow to care for these 
guys more than the previous casts, and I must admit, 
the ending nearly brought a tear to my eye. It’s for 
this reason that IX is the best FF game In a long time, 

► Tokoya 


Square significantly enhanced turn-based fighting. 
Hopefully, Square will shake the formula up on PS2. 

The plus side of sticking with the same formula is 
that Square has been able to tweak FF to near per¬ 
fection. Many fans complained about the length of 
the battles in parts VII and VIII, and Square listened. 
A fight still takes some time, but each battle loads 
quicker, and summoning sequences are much shorter. 

The graphics are some of the best we'll ever see 
done on this console. The CG story sequences are 
some of Square's best work, and the characters and 
environments are extremely detailed. To add to the 
great visuals, series composer Nobuo Uematsu skill¬ 
fully blends beautiful music into every part of IX. 

I've saved the best, most compelling aspect of 
FFIX for last — the epic tale. If you didn’t know 
already, FFIX takes the look and feel of the series 
back to its roots, emphasizing the traditional fantasy 
style rather than the sci-fi stuff found in VII and VIH. 










SIS 


Eidolons are the monsters that both Eikb and Garnet can 
summon. They cause severe damage to enemies, and are 
extremely useful for bating the bosses. Fortunately, after 
you use an Eidolon once and watch its elaborate introduc¬ 
tion, a shorter scene is played every time afterwards. 




FINAL SCORE 


FFIX doesn't have much new stuff, 
but the story and characters make it 
the best PS game in the series. 
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By far, the best fighting experience you can have on the PS2 




onsidering that D0A2: Hardcore is the 
first sequel to the original Dead or Alive, 
it's amaiing how much of a leap forward 

it is. In this genre, most companies are content to 
continuously release minor upgrades (ahem, 
Capcom) and just rake in the big bucks... but not 
Tecmo. With Hardcore, the company tried to make as 
many major Improvements as possible, and it shows. 

For those not familiar with the series, the Dead or 
Alive titles rely on a rather unique combat system. 
There's a larger emphasis placed upon counters and 
reversals than you would find in other fighting games. 
Due to this, the best offense is not necessarily a 
constant string of attacks. You have to be more 


careful with what moves you attempt. Become pre¬ 
dictable and you're going to get reversed a lot. 
Adding to this challenge is the fact that the game 
moves so fast, which means you have to learn to 
think and react quickly. Throw in the amazing tag- 
team attacks and combos and you have a fighting 
engine that provides both an amazing amount of 
depth and instant gratification. 

Even purely from a visual perspective, DOA2 
beats the crap out of the rest of the competition. It is, 
by far, the most impressive looking fighting game to 
date. Even Tekken, with its well-detailed characters 
and backgrounds, doesn't begin to compare to the 
sheer variety of textures or environmental interaction 
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that this game provides. And as far as replay value 
goes, Hardcore has more unlockable secrets than 
probably all of the Tekken games combined. 

Still, despite its apparent domination over this 
genre, Hardcore is not perfect. The characters can 
use a bit more balancing, as could the amount of 
damage that certain moves take off. Also, the difficul¬ 
ty of some of the computer controlled characters 
(especially in Tag-Team mode) can be a bit 
overwhelming, even for an experienced player. If I 
wanted to be picky, I could also mention the fact 
that the in-game cut-scenes, while pretty, can be 
quite nonsensical — what the hell's going on here? 

Even with those problems (which tend to appear 
in almost every fighting game), D0A2: Hardcore still 
manages to come out on top, and is easily the most 
polished and innovative fighting game currently 
available on the PlayStation2. Move over Tekken, 
there's a new king in town. 

^ Stephen Frost 
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FAHmmiON 

n n Fantavhion, players have to connect similarly 
colored fireworks as they launch into the sky, 

and then chain the explosions together to form different 
combinations. The more fireworks you can connect and 
detonate at once, the larger and more beautiful the 
fireworks display becomes, and the more points you earn. 
The catch is that the unexploded fireworks only stay on the 
screen for a set amount of time, so you want to connect as 
many of them as you can and explode them as fast as 
possible. This isn't easy, because there are constantly new 
fireworks shooting up from the bottom of the screen. Ok, 
so this may seem a little confusing, but Sony was nice 
enough to include a tutorial that explains everything nicely. 

The disappointing thing about Fantavision, aside from 
the fact that it's Sony's only launch game, is that it seems 
more like a technological demo than anything else. There's 
just something missing from the gameplay. To its credit. 


though, Fantavision is quite unique and can provide a 
certain level of enjoyment, if only for a limited time. It just 
doesn't have that addictive quality that other puzzle games, 
such as Super Puzzle Fighter II and Bust~A-Move, have and 
that hurts it a lot, Once you get past the beautiful visuals 
and catchy soundtrack, there's not much depth. Only in the 
two-player mode (which was added to the U.S. version) will 
most players find a sense of value in Fantavision. 

So, even if you are in desperate need of a puzzle game, 
wait a few weeks and pick up Super Bust~A~Move instead. 
It’s a much more addictive experience overall. 

^ Stephen Frost 





tile level of 
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Just like a real fireworks show, Fantavision is breathtaking at 
first, but fizzles out quickly, it’s too bad, because the puzzle 
game genre needs more original concepts like this. 
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hat we’re about to say here may border on 
blasphemy, but we had more fun playing the 

PlayStation version of NHL 2001 than we did playing the 
PS2 version. Sure, it may not look or even sound as good 
as its next generation big brother, but it was more fun. 

At the core of what makes this game so enjoyable is 
one simple concept; speed. When the game boots up, the 
game speed is set at less than a quarter of the full level. 
That may seem odd, but if you crank it up to even half the 
full value, you'll quickly learn why it was originally set so low. 
At half speed, the game is almost too fast. 

Despite the arcade thrills however, this title does not 
have the depth of simulation and tight control of Sony's 
Face Off {the best PlayStation hockey game on the market). 

But just because NHL doesn't play exactly like real 
hockey doesn't mean it isn't fun. With the speed turned up 



halfway, the game is a perfect test for those lightning 
reflexes you always thought you had. It's not super realistic, 
but it can still be super fun, especially against a friend. 

The graphics, sounds and control are everything you'd 
expect in a late-generation PlayStation sports game. The 
statistics, depth and options are also impressive, and if 
you're willing to overlook the arcade-style gameplay, this 
could be the hockey game you’ve been waiting for 
However, if you want the best overall PlayStation hockey 
game, NHL Face Offls still your best bet. 

b- Dan Egger 



▲ aren't JPS2 quality player models, but man, you 
should see tlieni move — especially at a fast speed setting. 



FINAL SCORE 


GOOD 

It may not be Face Off, but the PlayStation version of MHL 2001 
is certainly good, fast fun. It’s got stats and features that have 
been refined over the years, and nice graphics (for PSone). 
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MHL 2001 

□ f all EA's PS2 launch titles, one doesn’t quite 
live up to the rest Unfortunately for hockey 

fans, this title happens to be NHL 200/. Just because it's not 
at the same incredibly high level as Madden or FIFA doesn’t 
mean it’s a bad game, but it definitely could have benefited 
from a few more months of development. 

Take the graphics. Yes, they are unbelievable in com¬ 
parison to previous hockey games, but they’ve got a few 
problems. The good news is that the character models look 
great with only a few glitches, the arenas look fantastic, and 
the slick presentation is typical EA quality stuff. 

However, whenever the puck crosses the center of the 
ice, the game slows down. It’s noticeable enough to remind 
you that you're playing a first generation P!ayStation2 
game. Also, the animations are choppy during transitions, 
so players jump from one pose to another in a split second. 
It looks bad, and takes away from the game's realism. 


The gameplay is also not as good as it could be. The simple 
controls are perfect for an enjoyable hockey arcade game, 
but hardcore hockey fans will be looking for more control 
options and more in-depth coaching control. These things 
could have been included in the game as options for 
anyone who wanted them. It's also disappointing that the 
franchise mode from the PlayStation version was left out 
here — shouldn't the PS2 version have it all? 

Other than these problems, the game looks and plays 
quite well. However if you’re looking for a truly great hockey 
game, you might want to wait just a little longer 

Dan Egger 
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While not quite as much fun as the PlayStation version, this will 
have to do for now. It's okay if you absolutely have to have a 
hockey game, but will seem way outdated next year. 
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GUMGRIFFOM BLAZE 


everything in the game will take some serious skill. 

Although the game generally runs at a very fast pace, it 
does bog down when there's a lot going on, and there’s 
some noticeable draw-in. On the positive side, there are 
plenty of realistic special effects used, all of the vehicle 
models are super-detailed, and the ability to blow away 
structures piece-by-piece is a great touch. 

Gungriffon Blaze might not offer the same number of 
missions, or two-player action of Armored Core 2, but it's 
still a solid action game that'll have mech fans and shooter 
buffs alike grinning. If you're either of the two, give it a shot. 

> Randy Nelson 


GOOD 

A fun, although somewhat shallow, action game that combines 
the best elements of shooters and mech simulations. It doesn't 
have the depth of Armored Core 2, but it's still a blast to play. 


D f a hardcore, super-technical mech experience 
is what you're after, you won't find it In 

Gungriffon Blaze. What you will find, however, is a 
fast-paced game that does a great job of combining 
arcade shooter action with a few of the subtleties of an 
in-depth simulation. It's actually a really nice mix. 

For starters, Gungriffon's gameplay is fast and its control 
is very responsive, so there's none of that lumbering "tanks 
on legs" stuff to worry about. The enemy's artificial intelli¬ 
gence is quite challenging, plus the secondary item system 
for boosting your mech’s abilities is well thought out. 

The mission selection isn't as large as I'd have liked, but 
beating each stage's highest score unlocks a much harder 
variant that also takes place at another time of day. The 
high score system is also used to unlock new mechs, so 
there’s a good reason to keep playing. The basic missions 
are challenging but far from impossible, however, unlocking 
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GRADIBS III a IV 

□ onami's Gmdius series is a pillar of the shooter 
genre, with its various games having appeared 

on just about every system that's ever been released. To 
start the series off on the PlayStation2, we gets a compila¬ 
tion of the series' third and fourth installments. Both games 
are sure to make diehard retro gamers grin sentimentally, 
but those that bought Sony's 128-bit beast for its next- 
generation power will scratch their heads in befuddiement. 

Decked out with new DVD-quality CG cinematics, both 
games are otherwise carbon copies of their original arcade 
counterparts (sans slowdown) and, in the case of Gradius 
IV there have actually been some new special effects 
added. This is good news for shooter fans, because these 
two games are representative of what the genre stands for. 

For everyone else though, it means that they're old-looking 
sprite-based games that, apart from Gradius IVs new 


effects and the CG movies, could've been done just fine on 
PlayStation, or for that matter, even on earlier systems. 

I'm not saying this compilation doesn't have its place, 
it's just that most gamers have come to expect a lot more 
out of this genre after games such as Square's Einhanden 
I'd recommend Gradius III8IV only to the most 
hardened Gradius fans and shooter buffs. For most gamers, 
the nostalgia appeal just won't be there. Seeing how similar 
both games are, even the two-games-for-the-price-of- 
one argument doesn't warrant the $40 price of admission. 

^ Randy Nelson 




There's lots of solid old-school shooter gameplay to be had, but 
$40 is a lot to pay for a trip down memory lane. Neither game 
will even make your shiny new PS2 break a sweat. 
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RAY CRISIS 

JTl oy Storm added an interesting combat style to 
LkJ 2D shooters; mainly, you had the ability to 

shoot in front of, and below your ship in a 3D background 
environment. Although this was an original idea which set 
it apart, Ray Storm still had its problems. 

Ray Crisis plays almost exactly like Roy Storm in most 
respects, which is both good and bad. The aforementioned 
combat style feels a bit overdone, but it's still somewhat 
interesting. The control remains as precise as ever, and the 
fast-paced music fits the action well. With these positive 
aspects, plus tons of crap to shoot and dodge, any Roy 
Storm or hardcore shooter fan might like it. 

However, be warned — the problems from the first 
game have returned, plus a couple of new ones. First, the 
number of weapons and power-ups in the game is limited. 
Although each of the three ships is unique, without the 
ability to obtain new weapons or battle in interesting envi¬ 


ronments, the action can quickly become methodical. Also, 
as with any action game, the slowdown doesn’t help either. 

Finally, gameplay also suffers from a new addition: the 
Encroachment meter. By some crazy calculation, this thing 
is supposed to measure the percentage of the enemies 
that you hit or miss, and the more accurate you are, the 
more enemies you fight and the more levels you'll play. The 
meter is a good idea to add replay value to the game, but 
since it plays such an important role, its inaccuracy and 
poor implementation severely hurt the gameplay. 

I'm a big-time shooter fan, but I've played lots better 

^ Tokoya 
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SO-SO 

It can be fun for a while, but with little new to offer, Ray Crisis 
quickly gets boring. When will somebody finally give us our first 
great new shooter of the new millennium? 
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It's not all bad, 
but man, there 
ain't much good in 
there, either 


ased on Kadokawa's anime series of the 
same name, Orphen has the distinction 
of being unlike any other action- 

adventure game around. On the other hand, that’s a 
major part of the problem with this title. 

A number of gamepiay choices were made that 
either weren't thought through or weren't playtested 
much. For instance, the game is played from a third 
person perspective, but while you can rotate the 
camera, you can't adjust the height, so it's sometimes 
impossible to tell whether that platform you're 
jumping to is higher or lower than the one you're 
standing on. While the character models and back¬ 
grounds look nice, the animation is laughable at 
times (watching Orphen's sidekick, Magnus, flap his 


arms like a chicken for no reason is especially lame). 

Worst of all, during most battles all of the com¬ 
batants are frozen in place. This makes directly 
comparing Orphen to other action-adventure games 
almost impossible, since we can't think of another 
game that's ever done this — and if there's any 
justice, no one ever will again. Your only “action" is to 
attack and defend by pushing buttons at the correct 
time, and while this might be fine if the buttons were 
at all responsive, there are dead spots in the control 
while you wait for the previous animation to end, and 
sometimes it's tough to tell whether your button tap 
has actually registered or not. 

Some of this might've been forgivable had there 


been a compelling story or interesting characters, but 
unfortunately, the plot is totally predictable and the 
dialogue awful. The humor is mostly at a fourth grade 
level, and the voice acting ranges from almost 
competent to pretty bad. Despite this, there's no way 
to skip the many lengthy cutscenes — together with 
the almost random placement of save points, this 
means that if you happen to die in the wrong spot, 
you have to restart only to sit and watch the same 10- 
minute long cinema all over again. 

Strangely enough, though, in spite of all this, it's 
an easy game to beat There might be a few folks out 
there who may appreciate the dumb-as-dirt humor 
and wonky game mechanics, but we can't think of 
who they might be. 

> Jeff Lundrigan 




▲ Natural obstacles, like water and fire, yviil preventlyour 
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On the other hand, the intelligence of your racing 
opponents is pretty much spot-on. They're good, but 
not unfair. They even make mistakes and will run into 
oncoming cars, as well. The only real exceptions to 
that are the two main city bosses who are amazingly 
difficult to outrun. In fact, most of your time will be 
spent trying to beat just those two opponents. 

Considering that the whole idea of the Midnight 
Qub was taken from a real underground group in 
Japan, it's ironic that Tokyo wasn't included in the 
game. Granted, it was left out due to time constraints, 
but still... Oh, well. Perhaps we'll get to see it in the 
inevitable sequel. Not that I'm complaining; Midnight 
Club is a great achievement and I can't wait to see 
what Rockstar has in store for the next game. 

^ Stephen Frost 


About as much fun as racing can get 


^ ■ 1 i hile Rockstar's previous PlayStation 2 
Aim effort. Smuggler's Run, didn't quite end 
■■■ up as great as we would have hoped. 

Midnight Club is something altogether different. 
Taking place in two major cities, New York and 
London, the game places you in the role of a taxi 
driver who's looking for a little change of pace. 
Meeting up with various street racers, you decide that 
you've been on the right side of the law for far too 
long. It's time to give in to your need for speed and 
start racing people for their pink slips. 

Midnight Club has come a long way since we first 
played it at a very early state. Back then, the game's 
framerate was a bit rough, but that's all changed now. 
Racing through the streets is silky smooth, except for 


a few minor and rare hiccups. Not only that, but the 
sheer size of the cities and the huge number of 
shortcuts hidden throughout them adds a level of 
depth and strategy that most racing titles can't even 
touch. The layouts of the checkpoint races are also 
well-designed, providing a good level of challenge for 
both newbies and professional racers. 

My only real gripe is with the fact that sometimes 
the game seems to have been a little rushed. The 
artificial intelligence of the police and the bookmen 
could have been better, as you often see them just 
blatantly running into walls and buildings for no 
apparent reason. It's like they're drunk or something. 
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VERY GOOD 

Fans of typical racing games wili be 
pleasantiy surprised when they pop 
in this game. It's got it ali! 
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Take it to the Extreme! Modify then race one of eight 
customizable cars through some of the toughest tracks! 
Transform your vehicle to handle the terrain. But to win, you 
need fire power. Pick up machine guns and missile launchers 
to knock your opponents out! Because in this game, the best 
way to win is to make sure the other guys don't finish at 
all! Available late November. 
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Looks like child's play, but this is one incredibly deep game 









hey say that variety is the spice of life, 
but it's also what makes Spym: Year of 
the Dragon one of the best PlayStation 

platformers ever. Boasting the same basic free- 
roaming gameplay and hub-based level structure as 
the first two games, this third installment in the series 
introduces the new challenge of collecting 148 stolen 
dragon eggs. The eggs are strewn throughout each of 


HOW IT STACKS UP 
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5 > Spyra the dfagon (PSi 10 


the game's immense worlds, and finding them defi¬ 
nitely requires you to do a lot more than just the 
average run-of-the-mill running and jumping. 

Since the core gameplay of Spyro was pretty 
much perfected in the last game, it hasn’t changed 
that much this time around. Spyro himself controls 
like a dream, which is important, considering the 
numerous {and varied) objectives that he must be 
able to complete in order to save the dragon eggs. 
These range from simply rescuing characters to 
playing entire side-games such as airborne racing, 
boxing, skateboarding, and even an underwater 
shooter. They're all solid games in their own right, 
and really add a lot to the overall experience. Plus, 
the game now features mini-boss encounters, which 
add another level of finely-tuned challenge. 
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Besides playing as Spyro, there are also four other 
characters to control, each of which brings a different 
type of gameplay to the table — from the high-jump 
ability of Shiela the kangaroo to the mega-strength 
of the yeti-like Bentley. They've each got their own 
stages, too, which adds even more variety to what’s 
already a well-rounded game. Plus, each character 
controls every bit as smoothly as Spyro himself. 

On top of it all, this is one great-looking game. 
While some of the characters that Spyro meets may 
seem hideously cute to older players, the universe 
that the developers at Insomniac have created is 
beautifully detailed. The large number of unique 
creatures in the game also goes a long ways towards 
creating the sense that you're travelling through a 
living, breathing fantasy world. 

Overall, Spyro: Year of the Dragon is a strong 
evolution of the series and one of the most enjoyable 
platformers on the PlayStation. There's enough new 
stuff to please fans of the last game, and newcomers 
will probably kick themselves for not getting into the 
series sooner. 4pe Escape, with its innovative 
gameplay, is still the top PS platformer, but this game 
is still a great example of what can be done in more 
“traditional" platformers. It's an incredibly deep and 
challenging adventure that should be enjoyed by 
gamers of all ages. Don’t let the cuteness fool youl 

^ Randy Nelson 






FINAL SCORE 


Huge worlds and fun mini-games 
make this Spyro one of the best and 
deepest platformers on PlayStation. 
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Visit www.esrb.org 

or call 1-800*771-3772 
for more info. 
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It’s almost as good as the first, but a little too difficult 



MON: Uridei^d li 


he first tiedal of Honor made fighting 
those nazis so addictive and fun that 
they never had chance of thwarting your 

undercover tactics. MOH is almost as good as its 
predecessor, however, the increased difficulty and 
(sometimes) cheap enemy artificial intelligence have 
given the Nazis too much of an upper hand. 

While I can appreciate enemies that don't just 
stand there and allow you to blast them to hell, I can't 
say that I enjoy enemies that are superhuman. For 
example, throwing a Molotov cocktail directly at an 
enemy will only result in your death, since he'll snatch 


► C^keU tPSi 


► Time Splittem ira 
P' Alien ResurrecHon (PSi) 
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7 out of 10 


it right out of the air and toss it right back at you 
nearly every time. Another problem is that the 
enemies can take shots too well. Even if you unload 
three or four rounds into someone's chest or legs, 
they’ll still be standing, ready to return fire. 

Despite these flaws, however, everything that 
made the first game the best First Person Shooter on 
the PS makes Underground a worthy sequel. Making 
a welcome return is the awesome ambient sound 
from the first game. You'll hear soldiers saying goofy 
things, a barrage of war sounds in the background, 


and even cheesy old German music in one level. Also, 
despite some minor glitches, the graphics are 
perhaps the best in any FPS on PS; the lighting and 

4 

texture quality are especially pretty. 

Variety is another element that has made the 
series strong. The added missions are fun to play, and 
as in the first game, you'll find yourself doing every¬ 
thing from sniping, to straight combat, to espionage. 
While this sequel isn't perfect, its variety and depth 
will keep you fighting the good fight for a long time. 

P- Tokoya 
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G rash Bash isn't a bad game. It’s comprised of a 
variety of mini-games, such as a battle game 

and a pinball-type game. There are a few different modes 
to play them in, including Adventure and Tournament 
modes, and Multiplayer In addition, fans of the Crash series 
will undoubtedly appreciate being able to play as many of 
the main characters from the series. 

Unfortunately, as a single player game, the various 
mini-games are a little too basic, which means that they 
don't hold your interest for very long. After you've played 
the second or third version of the same mini-game, you'll 
be about ready to put the controller down. Fighting weak 
bosses, obtaining trophies, and opening up a couple of new 
mini-games along the way probably won’t be enough to 
keep you going for too long. Perhaps if each level had dras¬ 
tically different mini-games from each other; it would have 
stayed much more fresh and exciting until the end. 


Despite Crash Bash's deficiencies as a one-player game, it 
can still be enjoyable if you have a few friends to play with. 
The simplicity of the mini-games allows for almost anyone 
to simply pick up a controller and quickly get into the 
action. So whether you're playing with a few gamer friends, 
or maybe your girlfriend who rarely plays games at all, 
everyone will probably have a good time. 

Crash Bosh Is nothing great, especially if you're playing 
by yourself. But if you really love the character, or you’re Just 
looking for a simple party game to blow an afternoon with 
some friends, it may be worth checking out. 

^ Tokoya 






OKAY 

Crash Bash is decent for a short time, and It can be enjoyabie 
with a few buddies. However, the mini-games are kind of basic, 
which will leave most players bored after a few hours. 
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FIFA 2001 


[ ri y this stage in the popular FIFA PlayStation 
ij series, we pretty much know what to expect. 

After all, EA found some way to crank out an average of 
more than one FIFA title per year during the life of the 
PlayStation. Even at this rapid pace however, the games 
have steadily improved in each version, 

FIFA 2001 is no exception to this upward trend; however 
it's one of the smallest leaps forward in the franchise’s 
history. Aside from a few minor changes, this is really just 
the same stellar game that we loved last year. Don't get me 
wrong, it’s better, just not by very much. 

The game is jam packed with teams, leagues, real 
players, special options, and about everything else you'd 
ever want in a soccer game. The graphics aren’t noticeably 
better than before, but still look fine (the old PS is pretty 
much maxed out). Players are now modeled closer to their 


real life versions, but the game will never fool you into 
thinking that you're watching a real soccer match. 

Other improvements include tightened player artificial 
intelligence, and other tweaks to the already excellent FIFA 
gameplay such as improved environmental effects. This is 
all nice, but not really worthy of an full upgrade. Also, the 
music is great and the commentary is plenty good enough. 

We apologize if we don't sound too excited about FIFA 
2001 because it’s a really great game. It’s just that it's 
essentially the same game as last year 

> Dan Egger 




VERY GOOl 

Probably the best soccer game 
you'll ever play on PSone, but it's 
not much better than last year's. 
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FIFA 2001 

G onsidering the fact that Sony was only able to 
scrape together one passable game for the 

PlayStation2's launch, the company should stop and thank 
EA profusely. After all, the console sports giant provided the 
PS2 launch with three of its best games: SSX, Madden 
2001 and now FIFA 2001 EA is on a huge roll right now. 

Although this soccer sim is not quite as flashy or inno¬ 
vative as EA's PS2 version of Madden, it's still a phenome¬ 
nal game. The graphics are certainly not revolutionary, but 
no one can deny that they are beautiful. Both player ani¬ 
mations and game environments are beyond anything 
we've seen before in a soccer game. 

In terms of gameplay, this title really shines. Those 
familiar with the FIFA series will feel right at home with the 
simple yet elegant controls. The game is also phenomenal¬ 
ly deep. With more teams, leagues and special modes than 
we could count, there's something for everyone. 


The sounds are also exceptional. The crowds sound more 
realistic than any sports game we’ve played to date, the 
play-by-play commentary is tight, the music perfect, and 
the post-goal celebrations convey a level of real excitement 
that we haven't experienced before. 

In fact, the only thing that we could really complain 
about is the fact that the developers weren't ambitious 
enough. FIFA for the PlayStation2 takes the series to its 
next logical level, but the console that it's on is capable of 
so much more. This game is a great taste of the future, but 
we're definitely hungry for more. 

Dan Egger 




VERY GOOD 

Ml Of the stuff that EA dM for this 
game really shines — we just wish 
they'd been a bit more ambitious. 
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It's not perfect, but deathmatch fens will love it 



"IKs probably nol' going Id win over Ihe Medal of Honor 
camp, bul true FP5 junkies wiii iove every minute of if* 
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A Tbe game's multiplayer modes are great fun; it's ju 
shame the four-player mode can slow down so badly. 
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Despite some technical snags. Unreal 
Tournament offers the best console 
deathmatch that we've seen so far. 


rpm its super^martl 
^l^ournament a gi| 


nlike PS2's other first-person shooter at 
launch, TimeSplitters, Unreal Tournament 
focuses entirely on death match compe¬ 
tition. Luckily for hardcore FPS fans, the results are 
excellent, although players used to getting some 
story with their shooting probably won't know what 
to make of the game at first 

What makes Unreal Tournament so great for true 
deathmatch fiends is the game's painstakingly tuned 
gameplay balance and highly realistic, adjustable 
opponent Al. When combined, they add up to 
something that’s more like a fighting game with guns 
than a Doom clone, where reading your opponents' 
tactics and learning the subtle nuances of each 
weapon is key. Then there are its superbly designed 
levels and a finely-balanced arsenal of weapons. The 
game also boasts complete Capture the Flag, 
Domination, and Assault teamplay modes that are 
Just as well designed as the main deathmatch ladder. 
Topping it all off, the control is rock solid with the 


DuaiShock2's analog sticks, although diehard players 
can still connect almost any basic USB mouse and 
keyboard for the authentic PC experience. 

Al! of the single-player modes can be enjoyed by 
two to four players, with a variety of options (such as 
one-kill shots and low gravity), although this is really 
where the game encounters some hiccups. The 


number of playable levels is smaller in multiplayer 
mode, and even then some of them bog down when 
all four players are fighting it out. Thankfully, the two 
and three-player modes are noticeably better, and 
there's even a head-to-head iLink mode if you're 
lucky enough to have two PlayStation2s and two TVs. 

As a port of the PC version, Unreal Tournament is 
sound, but it could've been better. The levels and 
effects look every bit as beautiful as they do on high- 
end computers, plus the characters models have 
actually had their polygon counts and animation 
beefed up considerably. However, the game only runs 
at about 30 frames per second, as opposed to the 
60fps PC version. This doesn’t hurt its playability, but 
it's nowhere near as responsive as it could've been. 

Despite its multiplayer shortcomings and slower 
frame rate. Unreal Tournament still offers the best 
deathmatch experience you can get on a console. 
It's probably not going to completely win over fans of 
mission-based shooters like Medal of Honor, but true 
FPS adrenalin junkies will love every minute of it. 

^ Randy Nelson 
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Mechanical Menaces! 


Awesome Vehicles! 
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Evil Enemies! 
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Now's your chance to save the world from the evil Dr. X! As Action Man'”, you'll spy, fly, 
drive and dive your way through 6 deadly domains - from Professor Gangrene's desert lab to 
Dr. X's frozen arctic fortress! Use state-of-the-art equipment and awesome vehicles like 

it's where the action is! 


the tricked-out Silver Speeder! Action Man: Operation Extreme 


www.hasbro-interactive.com 

©2000 Hasbro, Inc. ©2000 Hasbro Interactive, Inc. All Rights Reserved. 

PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc 
The ratings icon is a trademark of the Interactive Digital Software Association. 
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ANY Strategy Guide 
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TAKE YOUR GAME FURTHEA' 



FINAL FANTASY IX ©2000 Square Co., Ltd. All rights reserved. PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. 

FINAL FANTASY, SQUARE SOFT and the SQUARESOFT logos are registered trademarks of Square Co., Ltd. 

COMPUTER GRAPHICS MOVIE:©2000 Square Co., Ltd. & Square Visualworks Co., Ltd. ILLUSTRATION:©2000 YOSHITAKA AMANO. U.S. Patent No. 5390937,5649862 
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Eidos scores with this simple mission-based EPS, but fans of the 
genre will surely be left wanting more depth and variety. Its 
multiplayer deathmatch isn't the best, but it's still lots of fun. 


Eidos gets back to basics with this simple shooter 


Story mode is the real heart of TimeSplitters. Your job 
is simply to blast your way through to the end of the 
level, grab an item and then return to the beginning. 
The framerate is awesome, but the action is very 
basic — there are no keys to find or areas to open. 
What makes this mode so good however, is the 
placement of the enemies within the levels. The 
planning is very well thought out, and makes for 
some really fun scenarios. Unfortunately I managed 
to beat Story mode on the Easy setting in about an 
hour and a half. The Normal and Hard modes are 
much more challenging, but I was still disappointed 
that I cleared the game so fast. 

Challenge mode is a great collection of singie- 
player mini-games that are only available after 
beating the Story mode. The challenges get increas¬ 
ingly more bizarre, and are often hilariously fun. To 
give you an example, in one test you have to shoot 
the heads off of 50 zombies in under two minutes. 
Another challenge has you protecting an El vis-imper¬ 
sonator, and there's one where you mercllessty blast 
duck after duck after duck. Wacky stuff. 

In Arcade mode, up to four players can join in for 
multiplayer action, and there are plenty of options for 
setting weapons, bots and more. The straightforward, 
linear level designs work better in Story mode, 
though. Players can build their own maps using a 
level editor, but don't expect to build anything too 
elaborate. You can throw simple levels together in a 
flash, though, which is great when friends are over. 

All in all, TimeSplitters offers a great arcade 
experience with almost no learning curve. The action 
is fast, fun, and runs silky-smooth. However, a 
better variety of mission objectives would have made 
the game better. TimeSplitters has its fair share 
of problems, but its strengths are in the areas 
that matter most, making it a simple, yet fun, 
arcade experience for one player or several. 

Eric narcoullier 
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m ost first-person shooter fans fall into 
two camps, and both have great PS2 
games to enjoy: those who prefer a one- 

player, mission-based experience have TimeSplitters, 


and those who crave multiplayer deathmatch will 
want Unreal Tournament That's not to say that 
TimeSplitters isn't a fun multiplayer game also, but its 
single-player action is what stands out the best. 


T ETACKS UP 


Unreal Tburnamenf 

it':::.:IInrlarnFmmrl fDCl' 


f P ^ Underground (P5I 


''J'dufirrOO'' 







WW W.DAI LYRADAR.COM ► #^0 DECEMBER 50 00 ► I0D% INDEPEMDEWT PLAYSTATIDWa MAGAZINE 





























































































































































PfiMpfiSI 








j'';'^ij;v^iiW'. 

j 5 jiW>j^^ 










ny Cbmpiilef EnfAfiainmeftt Inc 


rf iheir respeciiv^ holdeci 


Sor tindT^FpGwr; DfireD^il n^re^st^n^t 


^edtsyttWCapi 






■S‘ 4 -,:V 














SiSiii 






































































































































































































































mm 

Mr' 






SLJS$^"" ilL. -‘‘1 :.f5 ■ ’•,'’ ■ rX' 


fisiiif« 




»■• .linViE 


'4te.y' 








7- Urur;-^# 

»» 










Vr^lv 




L 5 'e>'-jv, 




Ip 






f'n:-X 




Visrt www.esrb.org 

or calf 1-800-771-3772 
for more info. 


S^^-T." 


.■'.>Jk(i'v,--iJ.f753;^t'-" 

. j.<jj,.''i«ivti«i^.i ^:':7 






















































E5RB RATINE 












ttve 'e*^*k(iidn 


Bl^okmari 




be playing this game for moiiths^nd month^ 


j PUBLISHER 1 

■ ■- i-rti- ■ iirrm-r -1---- i i r 


fmo \ 



j DEVELOPER 

-- 

i#DF PLAYERS 

YUKis 

If 



#DF DISCS 1 


TTB ^ 1 

i 



slobberknocker! 


l'l"T J ith WWF Smackdown 2, most of the 
iiJ original game's faults have been fixed, 
■ilH but a few seem to have lingered around. 

ril get to them a little later, though. First off, I just 
want to commend Yukes for cramming so much into 
this game. Virtually every wrestler and type of match 
you can think of is here, along with several that you 
wouldn't have even expected. Players are going to 


be hooked for months, as they try to master all of the 
different modes and try unlock the game's many (and 
I mean many) secrets. There's just so much to see and 
do in this game, especially for true WWF fans. 

As far as moves go, Smackdown 2 certainly 
surpasses all other PlayStation wrestling titles. 
There's a lot more for you to pull off, especially when 
running. The ironic thing, however, is that you still find 
yourself relying on a pretty limited arsenal when 
battling against the computer, because it's so good at 
reversals. Often, your best bet is to find three or four 
moves that work and just keep repeating them. In 
fact, that's often the only real way that you can 
defeat the more difficult opponents. 

When reviewing the first Smackdown, we did 
make some criticisms of the Season Mode. It took a 


bit too long to get to your actual matches, especially 
if you were just playing by yourself. In Smackdown 2, 
we expected that problem to disappear altogether. 
Unfortunately, the complete opposite has happened. 
It now takes even longer to go from match to match 
because you have to watch the game calculate the 
results of each matchup. Throw in the awkward 
loading times and you have a situation that requires 
some serious patience on the part of the player. 

Despite these low points, and the lack of any 
play-by-play commentary, Smackdown 2 still 
manages to deliver the best wrestling experience in 
town. There are simply so many modes to play and 
moves to learn. Plus, the replay value is the highest 
ever, thanks to a huge assortment of unlockable 
secrets. This is about as close as a WWF fan can get 
to actually wrestling without jumping into the ring 
yourself. And y'know, it's a whole lot more fun than 
really getting your skull caved in. 

^ Stephen Frost 
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standard for ladder matches b 
what they're going to do next! 


Despite a few nagging problems, 
Smqcktkiwn 2 is on a level that other 
wrestling titles can only dream of. 
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here's not one bad thing to say about 
the well orchestrated, complex storyline 
that weaves its way through Summoner, 

the first American-developed RPG for the PS2. 
Brilliant plot twists, complicated party structure and 
more side quests than we've seen anywhere make for 
one great RPG. Party members come and go, daring 
rescues is as common as frontal assaults and 
everyone has a secret in his or her past 

Similarly, the combat is a cut above the competi¬ 
tion, with real-time battles that offer complete 
control through pause menus and an arcade-like 
combo system that makes the 500th encounter just 
as fun as the first Beautiful spell effects crash across 
the landscape while warriors spin and parry in 






intricate patterns, alf of it as hands-on — or 
computer controlled — as you want Add in the 
summoner, Joseph, and his ability to create new party 
members out of thin air and you've got a great set up 
for dozens of hours of monster bashing. 

What’s not so great is the basic game engine that 
Summoner runs on. While the characters and back¬ 
grounds look great the polygon draw-in off in the 
distance is horrendous, with whole castles popping in 
from nowhere and apparent alleys becoming city 
walls at every turn. The developers will occasionally 
lock the camera down on the party to keep them 
from seeing these frightening apparitions, but that 
means they can't see much of anything else, either. 

To make matters worse, the automap is terrible, 
as is the world map. Both update as the party 
explores, but neither can be zoomed in on, and they 
don't make note of anything you've done. There's no 
way to tel! where that shop you wanted to buy the 
armor from was, and outside It’s even hard to make 
out where a town is. This means a great deal of 
wandering frustrated when you could be summoning. 

Even with all of this bad news, Summoner is still 
an awesome experience. There are intricate plots 
going on just below the surface and a huge world to 
explore. It's just too bad that the game didn't come 
with a good map and some binoculars. 

> Daniel Erickson 






Smtimmer flirts with greatness, but 
is sadly stabbed in the back by its 
technological shortcomings. 
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D ou'd expect a game with a title like Wild 
Wild Racing to have outrageous jumps, clever 

courses, and maybe even a power-up or two. Well, maybe 
it should’ve been called "Hild Mild Racing" \n$iea6, because 
you aren't going to find any of those in this game. 

The game's buggies handle well enough, but the big 
letdown control-wise is the fact that the unique feel of off¬ 
road racing doesn't come across. There's loose grave! that 
doesn't make you slip and slide, and, in fact, doesn’t really 
seem any different from racing on paved roads. “Generic” 
is the best way to describe the feel of the gameplay. 

That same description can also be applied to the 
game's courses, which take place mostly on bland, tree- 
peppered stretches with only the occasional spattering of 
buildings to break things up. As you progress though the 
game different shortcuts open up, but they really just offer 
another way to race the same boring track. 


Wild Wild Racing’s high point is its Challenge Mode, which 
serves up a variety of different objectives (such as collect¬ 
ing icons or pushing a giant beach ball) that must be 
completed under a set time limit. In fact, this is the one part 
of the game that truly seems "wild;’ and is a lot more like 
what the rest of the game should've been. As it is, the 
overall game is simply okay at best. If you’re after a slightly 
more authentic off-road experience, I'd recommend giving 
Smuggler's Run a shot. It's not the best racer on P52, but 
at least its environments and handling are more fun. 

^ Randy Nelson 
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FINAL SCORE 


The game doesn't feel much like off-road racing, and Wild Wild 
Racittg falls short of ever being truly exciting. The graphics are 
solid enough, but the experience is pretty bland. 
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O 0U remember the Track 5 Field series, right? 
Those games where you mash the buttons as 

fast as you can until your hands feel like they're going to fall 
off. Surprisingly enough, such self-inflicted torture can be 
fun, especially when you get a group of friends together to 
share in the madness. The series' first PS2 version is very 
much in the same mold, but with some new events added, 
and graphics that take advantage of the new hardware. 

The game includes a total of 10 events, which are the 
lOOM Dash, llOM Hurdle, Long Jump, Pole Vault, javelin 
Throw, 100M Freestyle, Weight Lifting, Horizontal Bar, Trap 
Shooting, and Rhythmic Gymnastics. Most of these focus 
on frantic button mashing, with an extra timing element or 
two thrown in. Trap Shooting and Rhythmic Gymnastics 
control differently, and provide a nice bit of variety. 

Track 8 Held has the same main problem that the series 


has always had: a player can either mash the buttons fast 
enough, or they can't. It's not something that you can really 
get better at. Another problem is that the one-player game 
is too short. In just one evening,! won Gold in every event, 
broke nearly all of the world records and unlocked all the 
secret stuff. Multiplayer adds some extra life, but not much. 

If you enjoyed playing these games in the past, I 
wouldn't hesitate in recommending this one, just as long as 
you buy it for what it is — a quick arcade fix that's tough on 
the fingers and fun with a bunch of friends. 

^ Chris Slate 


FINAL SCORE 


60 

If your fingers can take the beating, IhicA & Field can be great, 
mindless fun. The single-player challenge doesn't last long, but 
call a few friends over and you'll have a blast. 
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noroGP 

D et's get one thing out of the way right now: 
note GP isn't Ridge Racer with motorcycles. 

There aren't any power-slides, the courses are based on 
real-world venues, and its simulation-style control can 
make staying on the track downright nerve-wracking. 
Indeed, Moto GP is a game where turns must be taken at 
Driving Miss Daisy speeds or disaster will happen. And that's 
just the normal mode; switch to “simulation” and simply 
staying on the bike becomes a challenge. 

Visually, Moto GP is a mixed bag. On the plus side, 
there's lots of track-side detail, the bikes are smoothly 
modeled, and the rider movements are very lifelike. The 
framerate is also blisteringly fast, which makes for a great 
sense of speed. Unfortunately, Moto GP lacks anti-aliasing, 
which results in the edges of objects looking jagged and 
also makes it difficult to see fine details. This wasn't a big 
problem for the more visually simplistic RRV, but since Moto 


GP boasts a lot more fine detail, It takes a bigger hit from 
the dreaded “jaggies" Otherwise, the game looks good. 

Sticking with the game does have one advantage: 
Challenge Mode. In true Namco form, this in-depth feature 
unlocks hidden characters, new bikes, and bonus material 
upon completing specific goals. As an overall experience, 
though, Moto GP ends up being just slightly above average. 
There’s definitely some fun to be had, and the Challenge 
mode is a great extra, but ultimately the unforgiving control 
really hurts what could've been a solid racer 

> Randy Nelson 
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OKAY 

floto GP is a game that will offer some thrills for serious 
superbike buffs, but unfortunately, its super-complex gameplay 
will be a major turn-off for most racing fans. 
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A bit on the short side, but the adventure is still fun 


eing a fan of Goldeneye (who isn't?), I was 
excited to get my hands on the final version 
of The World is Not Enough, the latest first- 
person shooter set in the James Bond universe. Now, 
after having completed it several times on both diffi¬ 
culty settings. I've decide that while the game is a 
step-up over Tomorrow Never Dies, it still suffers from 
several problems. Let's just say that it's no Goldeneye. 

Despite being a great mainstream game, TWINE 
doesn't offer much in the replay department Since 
there was such focus on the single player experience, 
there aren't any real extras to speak of. You won't 
find a multiplayer deathmatch mode or any other 
sort of related challenges. This is as straight-laced an 
action game as you can get, and one you've finished 
a I Ml stages, there's really nothing else to do. That's 



too bad, because a lot of people are going to be dis¬ 
appointed at how quickly they see the ending credits. 

Fortunately, the actual experience of playing 
TWINE is quite enjoyable. The level of challenges 
provided by the different missions is well-balanced, 
and the enemies have just enough variety and per¬ 
sonality to keep you interested. The computer con¬ 
trolled characters are generally quite smart and react 
realistically — most of the time. There are a few that 
just stand there as you shoot them in the head. 
Fortunately, however, you can't just run through most 
of the game with your guns blazing and hope to 
make it to the end of the level. There's a lot more 
strategy and patience involved. 

Bond fans who enjoyed Tomorrow Never Dies are 
definitely going to get a kick out of this game. It's an 


improvement in virtually every department, and 
should take most of you a bit longer to complete. 
Still, 1 just wish that there was more to it. As is, your 
adventures as a secret agent still end up way too 
short and a bit too shallow. Bond was meant for 
grander things. Maybe the PlayStation2 version of 
TWINE will show us what 007 is truly capable of. 

^ Stephen Frost 
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While better than Tomorrow Never Dies, The WorM is Not Enough 
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truly scary thought...), prepare for a career in boxing. Set 
up a regimen of exercise, sparring and eating and get in 
shape for your first fight. Read the sporting papers and 
attend fights between boxers you may have to fight later 
There are a few problems, like the dull sequences 
before and after a fight. Plus, the stadiums look empty most 
of the time, but these are minor details. If you want a game 
that puts you into the sweaty world of prize fighting. 
Code masters' Mike Tyson Boxing is just the ticket. The only 
things missing from this game are Don King's hair and 
Evander Holyfield's ear... 

> Bill Donohue 


ffllTf TY50M BOXING 

n et's get one thing straight right now: I don't 
like nike Tyson. He's a reprehensible criminal. 

Of course, that doesn't mean I can't like Codemasters' new 
boxing sim, Mike Tyson Boxing. That’s right, I said sim. 

There's a lot more to this game than just mindless button 
mashing. There's the bell: let's get it on. 

First off, don't let the top-down view fool you. It’s very 
easy to tell what kind of punches and combos you're 
throwing; even better, you can tell what your opponent is 
doing as well, making defense a lot easier than a standard 
boxing game. Codemasters' physics-based fight engine 
allows for excellent freedom of movement around the ring 
and, with 12 different punches per boxer that can be 
combined any way you choose, Codemasters has created a 
boxing game that actually lets you... well, box. 

The really fun part of this sim is when you create a 
fighter and, with Mike Tyson as your trainer {now there's a 


FINAL SCORE 


YGOOD 

This is one fantastic boxing sim! This 
is not, repeat, NOT just another 
mindiess button masher. 
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hen EA first told me that its latest WCW title 
wouldn't have a ring in it, I was a bit skeptical. 

Despite this, I was determined to review the game from a 
neutral position. Unfortunately, after many hours of intense 
playing, I came to this conclusion: WCW Backstage Assault 
is certainly different, but definitely not better 

In order to pull off a game like this, you really have to 
be able to provide environments that are more interesting 
than a standard ring. For the most part. Backstage Assault 
does this, but not wholeheartedly. Many of the back¬ 
grounds seem a bit too basic and not very detailed. There 
are the occasional rooms that are well designed, but there 
just simply aren't enough of them. 

From a visual standpoint, the wrestlers look decent, but 
certainly don't compare, overall, to those In WWF 
Smackdown 2. You can also still see quite a bit of polygon 


clipping going on. Also, while their actual animations are 
great, the wrestlers still seem too stiff and robotic, especial¬ 
ly when running. To its credit, though, the game does play 
quite a bit better than its predecessor 

Overall, leaving the ring out of this game was still a bad 
idea. However, the developers have done a good job of 
keeping the actual wrestling experience intact There’s 
plenty of hidden wrestlers to unlock and the commentary 
is actually quite good, so you’ll want to keep on playing... at 
least until Smackdown 2 comes out. 

^ Stephen Frost 


ULT 


OKAY 

The lack of polish and interesting modes hurts this game far 
more than the missing ring does. The ''backstage" idea wasn't 
bad, but you can get that in other games that do much more. 
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KNOCKOUT KINGS 2001 


C ighting games are all about pushing buttons 
and learning the specific combinations that 

enable you to perform different acts of violence upon your 
opponent. Unless you've memorized a move list, you're 
going to resort to "button mashing", that painful, repetitive 
motion that may or may not win the game, but definitely 
will give you Carpel Tunnel Syndrome over time. 

Sadly, EA's Knockout Kings 2001 also falls into the 
button mashing category Hell, even during the training 
mode (where you learn your button combos), the player is 
exhorted to push the buttons faster Failure to do this 
results in a "Forget it. Let's move on" message. 

It is possible to mash your way through a few fights, but 
boxing is also movement and defense. Knockout Kings falls 
short in both these categories. Movement is jerky and a bit 
hard to control, while defense is mostly, but not entirely, 
based on pushing your opponent away from you. 


There are some nice features, one of which is the Dream 
Bout mode, where classic fighters who never met in the 
real world can be paired up to see just who the better man 
was. There's also a Create-A-Fighter mode that’ll let you 
design and name your own personal brawler, right down to 
his entry music and celebration dance. 

Had the control been a little better, the graphics not so 
blocky, and mindless button mashing not so prominent, 
Knockout Kings 2001 might have gotten a higher rating. As 
it is, there are far better boxing games out there with more 
depth, that won't leave your fingers a bloody mess. 

P* Bill Donohue 
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FINAL SCORE 


SO-SO 

Throw in the towel! The only things that will be beaten to 
bloody pulps here are your fingers. It's great to see all of the 
greats together in one game, but the action just isn't up to par. 
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Stinkier than a loser's locker room 


ack when the first PlayStation debuted, 
EA canned tfadden '9$ because it was 
not up to their standards. Maybe Sony 

should have paid attention and followed suit with 
GameDay200h Not only is this game is just plain bad 
(believe us, it's wretched), but it's simply nowhere 
near complete. It's full of problems that don’t just 
show up sporadically, but In almost every single play. 

For instance, the defender will frequently run in 
place while facing one direction and at the same time 
slide 15 yards backwards to make the tackle. 
Quarterbacks will face one way and throw a pass that 
U-turns to a player on the other side of the field, and 
sometimes the QB will take the snap without saying 
hike. The kicker can outrun the entire special team 



crew and make tackles downfield. Players can even 
cross the goal line and not get the touchdown. 

Receivers can't catch on the run. Instead, they 
stop, turn around and pause for at least a second to 
catch the ball, and when they do, it's almost impossi¬ 
ble to tell what happened. Since there's inexplicably 
no arrows for off screen players, you won't know 
where your defenders are if they wander out of view. 
The momentum is off, the sound is painful, and the 
gameplay modes are shallow. 

The character models look far worse than 
anything we've seen and if you add choppy anima¬ 
tions (no transitions on turns), awkward pauses in the 
action, and dreadful collision detection that makes 


the running game a joke, you'll understand just how 
ugly these graphics are. 

The computer opponent's artificial intelligence is 
unforgivably incomplete. Defenders leave enormous 
chunks of the field open even on the highest difficul¬ 
ty settings. They respond to the ball seconds late and 
often run five yards beyond your player before 
realizing that he's even carrying it. When they finally 
do respond, they catch up to your player by warping 
several yards forward instantaneously. The only thing 
that the computer could do on the toughest difficul¬ 
ty setting was make our receivers drop easy passes, 
or send a linebacker clipping through the rest of the 
players at superhuman speed to break up the pass. 

Why did Sony release this game? With Madden 
out, there's no reason to bother with this disaster. 


> Dan Egger 



AWFUL 

I had high hopes, but this is one of the worst football games 
we've ever played. It should have never been released, and it 
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SMUGGLERS, IT'S YOUR JOB TO EVADE THE 


U.S. Border Patrol, CIA and cutthroat 


RIVALS TO DELIVER ILLEGAL CARGO 


TAKE COMPLETE MASTERY OF YOUR OFF-ROAD 


VEHICLE TO MAKE IT ACROSS UNFORGIVING 


TERRAIN AND STAY ONE STEP AHEAD OF THE 


FORCES OUT TO DESTROY YOU 


Levels are over 5 square miles, each with a “drive anywhere" environment filled with other 
smugglers and law enforcement officials. 


Choose from 35 different vehicles, each with unique modifications and strengths 


Compete head-to-head or run "pick up and deliver" missions against Al opponents or 
in full multiplayer mode. 


Maneuver your way through arid desert, icy tundra, or rocky mountain forest 


Real Time Damage Models allow you to watch the parts fly as you pay the price for 
punishing collisions! 


Soundtrack available on Guidance Recordings 
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Actual game footage 
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Has Sony given the P52 its "Zelda"? 


been destroying towns and imprisoning 
the villagers in caves. Throughout the 
course of the game, Toran must free 
the people, rebuild their towns and 
ultimately confront the evil demon. 

Again, the game plays much like 
Zelda on the surface — the look, 
controls and fighting feel very similar. 
The game is a mix of action, puzzle 
solving, strategy, and the Georama ► 


ti a perfect world, Dark 

H H game that Sony 

would have had ready for 

the PlayStation2 launch (no offense, 
Fantavision), Its got everything you'd 
want in a triple-A title: amazing 
graphics, interesting characters, an 
intriguing story, cool new hardware 
tricks, and plenty of innovation. Plus, 
it's an adventure game, which has been 
the most popular genre for years. 

At first glance. Dark Cloud is very 
reminiscent of Zelda for the N64 in 
that both games are adventure/RPGs 
with very similar themes, visual styles, 
and play mechanics. Dark Cloud has 
borrowed" Zelda's lock-on 


a long shot that any game could end 
up as good as Zelda, but Dark Cloud 
appears to have as good as shot as any 
non-Nintendo game has ever had. 

In the game, the player takes on the 
role of Toran, a young boy who, as 
Sony's press materials puts it, is on “an 
epic journey of rebirth, revival and 
renewed hope”. He'll be going up 
against an evil demon spirit that has 


wM 


even 

feature for fighting. However, Dork 
Cloud aiso has a couple of things that 
Zelda doesn't: amazing PlayStation2 
graphics and the Georama system, a 
deep gameplay mode that allows you 
to build towns. Still, we realize that it's 


yt&trju 4.^55^ 
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This game is major-league hot. Ifs the type 
of epic adventure that the PS2 really needs 
to keep hardcore gamers like us happy. 
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► 

enemies in combat, and in certain 
fights you put in Dragon's /-o/r-style 
button combinations to perform 
special cinematic combat scenes. 

The Georama feature is a huge part 
of the game, and a big reason why 
we're so excited. You get to create 
villages by deciding where to place 
houses, hills, churches, volcanoes, 
streams, windmills, trees, paths, and 
tons more. You can even control the 
weather! The houses, villagers, etc. 


treasure chests deep inside of 
dungeons. Once you free an item, 
you're able to place it in the town. 
There's a lot of strategy to placing 
items. For example, a farmer might 
ask you to build his house near water, 
and if you do, he'll give you an item. 

We've watched this game progress 
over the past three major trade shows, 
and it just keeps looking better. We'll 
have to wait to see how it will stack up 
to Zelda, but regardless, it's encourag- 


Sony. In the past, the company has 
relied too much on third-party games 
when they should be leading the way 
with a steady supply of top-notch 
games. That’s one area where 
Nintendo and Sega still have Sony 
beat — for now. If Dark Cloud is 
any indication, Sony is ready to 
kick some serious butt on 
PlayStation2. ^ Chris Slate 





OF GOOFBALLS 


Dark Cloud isn't without its goofy 
RPG charm. Many of the characters 
we've seen so far are pretty 
strange, or even flat-out goofy. 
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plans |to reaiiyjshpw 
off the P$2'5 new tricfo in 
this game, like cod water 

and li^htinp effectsI^WMo- 
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AT Wete takin» a wild guesslierO, hi^hat big 
Ugly pink looks tike the one caiuing all the 
trouble. He looks tike a genie, so , maybe that 
other guy is controlling him. We'il know soon! 










NASTY BAI} SUYS 

What would an “epic adventure 
without a bunch of nasty bad guys? 
We take our hats of to them! 


be 


jf 


▲ You can lay do^ as much river 
rant, ahct^;Ceitaift people .Will 
that you put water near their houses 
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Remember Actraiser on the SNES? Well, you should. The Georama 
mode is kinda like the world building in that game, but much better. 




4 In the versions we've pla^d; there seems 
a lot of dancthg going on for some weird rea^n. 4 


^AT By finding the town pieces 
hidden in dungeons, you^can place ^ 
them on the town map. You can also 
place trees, rivers and lots more. 
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Can Konami build a better mech game? 


onami's Front llission killer. 
Ring of Red, takes place in a 
world where Japan didn't 

lose the second World War, and gas- 
powered mechs are commonplace. 
Japan is split into three separate 
regions: one controlled by the Soviet 
Union, one by Communist forces and 
one by American-backed Japanese 
(whom you control). Communist forces 
have stolen a special mech prototype 
from your side and now war has 
broken out. You must get the 
prototype back at all costs. 

From a gameplay perspective, RoR 
does share a lot in common with the 
Front Mission series. However, there is 



^he BUZZ 




, ♦ i 

Cool-looking mechs, great graphics and a 
very in-depth battle system. What more 
could a strategy game fan ask for? 


a lot more depth here, as you have a 
greater ability in controlling your 
troops during the entire battle 
sequence. You have to tell them when 
to progress and when to pull back. 
Also, placing your mechs in the 
optimum position is very important 
considering they have different attack 
ranges. Not to worry mech fans, we'll 
have an update on this ultra-cool 
strategy game in a future issue. 

^ Stephen Frost 
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The 2D graphics may look old-school, but 
the beautiful illustrations and detailed 
backgrounds make this an RPG to watch. 
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used for music, animations and high- 
quality cut-scenes. We're definitely 
keeping our eye on this hot title. 

> Stephen Frost 


Namco revives the 
2D strategy/RPG 


B f there's one company that 
manages to consistently 
surprise gamers with its 

innovation and originality, it would 
have to be Namco. Sure, Tekken and 


Ridge Racer haven't exactly been rev¬ 
olutionary lately, but Namco does con¬ 
tinuously try out new genres and 
ideas. Seven: Morumosu's Cavalry 
Corps is a perfect example of this. 

With bright, colorful graphics 
that resemble a Saturday-morning 
cartoon. Seven is a strategy-based 
RPG with an Ogre Battle-type combat 
system. As with any other RPG, you 
can use a variety of attacks and spells. 

Considering that Seven will be 
released on DVD, one can only expect 
that the extra storage space will be 




1 

00% IlVDEPENDENT PLAYSTATIONS MAGAZINE 

► #40 oeceiviBeR aooo 

► WWW.PSMONLINE.COM 























































































































































o 

o o 
o o 


o 


o 


093 

SeiECT 


PUBLISHER 

’ GEVELQPER 

RELEASE DATE 

TYPE 

# OF PLAYERS 

ESRB RATING ^ 

SONY CEA 

tNtX)GNntl 

TD B£ DETESMiiVcG 

DVf! CGMBAT 

1 

MATUfic f 



PERCENT COMPLETE 


??% 





he first two Twisted Metal 
games established the car 
combat genre, but after 


that the series pretty much ran out of 
gas. Now it's being brought back to life 
on PlayStation2 by the same team 
responsible for its best moments, and 
with an all-new look to boot. 

The game's being titled Twisted 
Metal: Black because its atmosphere 
will be dark — very dark. In fact, the 
game's designer is crediting such 
psycho-thrillers as Sever) and Siler)ce of 
the Lambs as inspiration. Yikes! So far, 
we know that the game's competitors 
are ail escaped mental ward patients. 

The game also has a very dark, post 
apocalyptic look, with combat often 
taking place at night or during storms. 
The weather effects in the game stand 
to be particularly Impressive, with one 
battle starting off during a light drizzle 
which escalates into an all-out storm as 
time goes on. PS2's polygon-pushing 
muscle is also being put to good use, 
including Sweet Tooth's truck, which 
intricately transforms into a robot. 



Deathmatch-style competition 
against friends was the real 
highlight of the earlier Twisted 
Metal games, and this mode 
stands to receive special 
treatment in Twisted Metal: 
Black. Up to four players will 
be able to compete via split¬ 
screen on 10 special battle¬ 
fields, and we wouldn't count 
out a head-to-head iLink mode 
at this point, either. 


▼ With the power of PS2, having ait four 
playm's going at it without any slowdown 
shouldn't be a problem. Looks fun! 
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the BUZZ 


With a newer, darker direction to the 

series, the creators of TwistedNetat 1 S2 

^ -+ 

are hoping to put the series back on top. 
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A The game's developer is wdmrig dh 
^vanced physics so that ^e >^ehlcles 
Will control as realisticaflylEis possible^. 








A the Tvyisted fletal series' "fighting ^ 

game on wheels" concept is being refined 

in this first PlayStationZ instaiiment, with ' - 

the vehicles featuring better, control and 

more attacks than ever befofe. 


There'll be eight single player levels 
and 10 deathmatch battlegrounds in 
the final game, featuring large interac¬ 
tive elements as well. Two examples 
we've seen are an airliner that can be 
shot down, causing it to crash into the 
landscape, and a Ferris wheel that can 


Expect the Outlaw to return, with a 
gun turret that pops out of its roof. 


be blown off its bearings, sending it 
rolling out of control through town. 

Twisted Metal: Block just might be 
the sequel that fans of the first two 
installments have been longing for. 
Keep those fingers crossed, and we'll 
bring you the latest as it breaks. 

h Randy Nelson 
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GOOD! 

Based on the visuals, you can 
tell that Konami has spent a lot 
of time on this game. After 
playing it ourselves, we have a 
feeling that the gameplay is 
going to match up, as well. 



Hands-on impressions of Komunrs mech masterpiece 



he moment I entered the 
Fall Tokyo Game Show, I 
starting running towards 

the Konami signs. 1 reached the booth 
and saw what 1 was looking for — a 
whole row of PS2 display units show¬ 
casing a playable demo of Zone of the 



your opponent, R1 makes you dash 
and R2 envelopes your mech in a pro¬ 
tective shield. With such easy controls, 
ZO.f. should hopefully be able to reach 
a very broad audience. 

While the demo that I played was 


very limited, I'm still very excited about 
the potential of Zone Of The Enders. By 
the time you read this, Konami should 
have sent out an early version to all of 
us magazine editor-types. I can't wait! 

^ Stephen Frost 



Intuitive controls, amazing mech designs 













mi 




Enders. 1 picked up a controller and 
proceeded to learn as much as I could 
about this eagerly anticipated title. 

Contrary to what most people are 
reporting, there aren't really any 
gameplay segments that take place 
outside of the actual mechs. The 
screenshots we ran last issue of Leo 
running around were actually only of 
non-interactive story sequences. 
Almost all of the game is spent piloting 
your mech. Also, you don't actually 
engage an enemy until you fly right up 
to them and lock-on. 

The game’s director made sure that 
the controls were very basic. Two of 
the face buttons are assigned 


to 


attacks. Circle is used for tractoring in 
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P layers enter a world 
of intense magic and 
thunderous battles - 
where your survival is 


NTSC U/C 


Attack with unique 
Pelmira armaments 


armor 


await 


evil reborn 
Journey as 
discover 
unique I 
characters and monsters for I 
each adventurer. They will | 
need to master the art of s 

arming themselves with | 

items of incredible might 
and untold magical 
abilities to thwart the 




UtHize many bizarre weapons to 
wipe out enemies 


Face evii in its iair 










Customizable elements include 
weaponry, armor, and clothing. 
Certain combinations of armor and 
clothing unlock hidden magical 
abilities and powers. 

Two independent characters to play ~ 
each with their own storylines, goals, 
and discoveries. 

Epic RPG storyline with all the action 
needed for a legendary quest. 


Destroy foes everywhere 
you journey 


to the bitter end 


Magnificent graphic 
and lighting effects 


CONmiT SATED BY 
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BEAUTIFUL 

LEVELS 

One look at these environ¬ 
ments and your jaw will be on 
the floor. Each one's different, 
too, with unique enemies and 
gameplay challenges. 


A all of this detah, th0 gam^ 







Ubi Soft readies a ''director's cut" of its popuiar piatformer for PS2 




ayman's first foray on PS2 
will definitely have a lot in 
common with the recently 

released Rayman 2 for PSone, but that 
doesn't mean it’ll just be the same 



best version available on any platform. 

The basic premise will remain 
unchanged: Players control the dis¬ 
jointed, cartoon-like Rayman as he 
adventures through lavishly detailed 


well; Rayman can float, fly, climb, slide, 
swing, ride vehicles, and flip switches. 
Each of the game's huge, free-roaming 
levels sports its own almost hand- 
drawn look and characters, plus lots of 


The game already looked great on 
PSone, and Ubi Soft is taking it a step 
further on PS2. Better character 
models, higher resolution textures, and 
more complex environments are some 


game with better graphics. In fact, from 
the sound of things, it stands to be the 


3D levels to rescue his trapped friends. 
The play mechanics will be the same as 


tricky puzzles and truly crafty bosses to 
defeat in some very unique ways. 


of the most readily apparent enhance¬ 
ments that fans can expect. The levels 








'Vk'* It' 




themselves are slated to undergo some 


several new 
and various 


significant changes as well, so those 
who've played the 32-bit version will 
have new sights to see and areas to 
explore, in addition, 
enemies are planned 
extras (such as the Dream cast version's 
maze game) are also in the works. 

We really enjoyed the PSone 
version, so we've got high hopes for 
the PS2 version. If its predecessor is 
anything to go by, platforming fans are 
going to be in for a better-looking and 
even deeper treat come November. 

^ Randy Nelson 
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The graphics are eye-popping; let's nope 
there's enough new stuff to please those 
who've already, played the origmaL 
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A different kind of racing game hits PS2 


challenge and depth is the fact that 
you'll have to deal with traffic and 
up with your own shortcuts. 


he PlayStation2 is quickly 
@ S becoming home to a large 
number of racing games, so 

developers are starting to think of 
ways to differentiate their titles from 
all the others out there. The folks at 
Papaya Studio have come up with one 
interesting approach: make a racing 
game, but have specific tasks that 
players will need to complete. 

In Top Gear DareDevH, you don't 
just race from a starting point to a 
finish line. You actually have to collect 
special DD coins, scattered around the 
four different cities (Rome, London, 
Tokyo and San Francisco) within 
certain time limits. Adding to the 




come 

That means you're going to need fast 
reflexes and a quick mind. 

While it won't be available on 
launch day. Top Gear DareDevif should 
still be crashing into stores sometime 
around mid-November. We should 
have a final copy of the game for 
review next month, so check back. 

Stephen Frost 
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The lact that it's more of a mission-based 
game should help to differentiate it, but 
it's stilt up against stiff competition. 


1 DEVELOPER | RELEASE DATE j TYPE 

[ # OF PLAYERS | ESRB RATING ,1 

[ papaya STUDiD ( [ RAOi^G 1 

i i 

i eVERYCWE _ 




i PUBLISHER 

j DEVELOPER 

1 RELEASE DATE ; TYPE 


j f QF PLAYERS 

i ESRB RATING VdO^ 

PERCENT COMPLETE 1 


- - -- ==.= - 



\ 

1 ' 

1 






1S°/ 







the BUZZ 


The focus on straight action should pull in 
fans of that genre, but it will take a lot to 
erase the memory of the last FIGtl game. 


players will constantly need to practice 
their skills in order to defeat stronger 
opponents. We’ll see how it all turns 
out soon, as it releases this month. 

^ Stephen Frost 


This time, players will jump into the 
shoes of Aileron, a rather large warrior 
who was sentenced to wear a unique 
and cursed mask. Our hero will have 
to venture through nine large levels, 
defeating opponents and finding a 
way to rid himself of his curse. 

Aileron will have access to different 
types of weapons, such as battle axes 
and two-handed swords, and will be 
able to learn new attacks and combi¬ 
nations. 3D0 has also promised that 
the combat will be quite deep and that 


Can 3D0 redeem 
this classic series? 


DO'S fast console flight 
and tlagic title. Crusaders, 
didn't fare too well. The 

game played horribly and there were 
tons of glitches and other graphical 


problems. Even the gameplay seemed 
derivative and boring. That’s why the 
company is really putting a lot of time 
into making sure this "sequel” turns 
out to be a whole lot better. 
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icking up where the first 
game left off. Legacy of 
Kain: Soul Reaver 2 sees 

players assuming the role of cast-out 
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BUZZ 


With beautifully fantastic environments, 
more intricate puzzles, and a new Raziel 
model. Soul Heaver 2 looks ready to kill! 


vampire Raziel as he pursues the evil 
vampire lord Kain across time. Raziel 
starts out this adventure with his 


first details on Eidos' epic adventure sequel 


different properties, such as light, dark, 
and air, which can then be used to, 
among other things, solve puzzles. 

Another major enhancement to this 
sequel will be the puzzles, which will no 
longer consist mostly of pushing blocks 
around. Combat will also receive an 
added boost from the game’s wider 
variety of weapons. 

The game is already looking solid, 
with Crystal Dynamics promising it will 
consistently run at 60 frames-per- 
second upon completion. The game's 
appearance will also benefit from a 
new Raziel model which will sport 
2,800 polygons, as opposed to the 
900 used in the Dreamcast version of 
the first game. Also, the use of better 
detailed character faces will mean full 
lip-syncing during cinema sequences. 

^ Randy Nelson 


With the power to push many 
more polygons than the first 
game. Soul Reaver 2's environ¬ 
ments are looking great. 


spectral sword, the Soul Reaver, earned 
during the first game. Unlocking the 
blade's various forms will play an 
integral role in the adventure. 

The objective in each of the game's 


different areas will be to find a Soul 
Reaver forge and activate it, in the 
process unlocking corresponding Soul 
Reaver fonts around the game world. 
Each font will imbue Raziel’s blade with 
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©1999,2000 Activision Publishing, Inc. All rights reserved. Published and Distributed by Activisbn Publishing, Inc. Developed by Newersoft Entertainment, fna Activision is a registered trademark and Tony Hawk’s Pro Skater and Pro Skater 2 are trademarks of Activision, 
Inc. Tony Hawk is a trademark of Tony Hawk. Licensed by Sony Computer Entertainment America for use with the PlayStation^ game console. PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. Licensed by 
Nintendo. Game Boy and Game Boy Color are trademarks of Nintendo of America Inc. © 1989,1998 Nintendo of America, Inc. Sega, Dreamcast and the Dreamcast logo are either trademarks or registered trademarks of Sega Enterpnses, LTD. 1002235.997.US 
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New details on Konamrs unique time tmvei adventure 


onami's first PS2 adventure 
game actually begins with 
the death of its lead 

character, Eike Kusch, who is then given 
the ability to travel back into time in 
order to prevent his demise. The 
gameplay will be simple, with only one 
button being used to perform all 
actions, but its underlying concept and 
storyline promises to be quite involving. 

Set in a quiet eastern European 
town, the game will require preventing 
Eike's death in 10 different chapters. 
Players will be able to get clues by 
talking to townspeople and a mysteri¬ 
ous fortune-teller, who will actually 
prophesize how long Eike has to live, 
creating a time limit within which 
players must act. In one example, a 
shadowy figure is going to shoot Eike 
from behind a tree. Thwarting him 
requires travelling into the past and 
making sure that the tree doesn't get 
planted, thus depriving the enemy of a 
hiding place. Fail and the scenario 
repeats until things are set right, a la 
the movie Groundhog Day. Also, every¬ 
thing the player does in the past will 
affect things later in the game. 



fht BUZZ 

The game's unusual premise has got us 
excited for something new, but it remains 
to be. seen if the gameplay can deliver. 



ipiTn onicr to assess the ; 

:^ach time period, Eike must talk to 
townspeople and analyze every event 
that tram»pires. Put on your thlnkbi' cap 




The game's backgrounds have received 
a considerable facelift since we origi¬ 
nally previewed an earlier version, and 
the characters are now sporting an 
incredible amount of detail. Depending 
on the time period, the characters will 
realistically age or get younger. Also, 


the game's central town will look 
different, with time of day and weather 
effects to heighten the experience. 

Shadow of Memories isn't due out 
until next spring, so expect more 
details on this promising game soon. 

Randy Nelson 



t aU-otit acf 



nOVIE OR GAME? 

Shadow of Memories has in- 
game graphics previously only 
possible in CG cut-scenes, 
combined with movie-like 
cinematography. 


1 







100% INDEPEWDEMT PLAYSTATIDWg MAGAZIME ► #^0 DECEMBER 2000 ► WWW.PSMONLINE.CDM 




























































































































if. , 














. .‘‘r’-’f-TH 
iii'^^ r*. 


If ‘^ir.V(j.Snv...j:;f^r- vn'rii- d**' J** Jmj' 
‘. 't--^ ^ .. Ir- li 






few^jii'fe, ;■• 


‘SSra 














11 ptavBble characters each Over a dozen aerial tricks can 

with unique abilities be linked for unlimited combo'^ 


6 epic waves to master 


Next generation wave 
moaeling physics 


WWW.R0CKSTARGAMES.COM/SURFINGH30 


"PlayStation" and the “PS" Family logo are registered trademarks of Sony 
Computer Entertainment Inc.The ratings icon is a trademark of the 
Interactive Digital Software Association. Angel Studios and the Angel Studios 
iogo are trademarks of Angel Studios. Rockstar Games and the Rockstar 
Games logo are trademarks of Take-Two Interactive Software, Inc. 

© 2000 Ail rights reserved. 
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Namco's incredible platform series looks amazmg on PS2 


eing a huge fan of platform 
games, nothing got me 
more excited than seeing 

footage of Klonoa 2 at this year's Tokyo 
Game Show. Sure, it was a bit depress¬ 
ing that 1 couldn't play the game, but 
just seeing the lovable Klonoa running 
and floating his way through a 128-bit 
world set my heart aflutter. In fact, I 
was as giddy as a school girl... Urn, let's 
just keep that last part between us. 

Klonoa was first released for the 
PlayStation a few years back. It was 
basically a 2D“Style platformer with a 
3D look. It wasn't a free-roaming game 
like Croc or Jersey Devil, as you were 
limited to where you could actually 
walk. The object of each level, aside 
from just reaching the end, was to free 


all of your captive friends and solve 
various trigger-type puzzles. What was 
challenging was the fact that Klonoa 
really only had a few different abilities. 
He could jump and float (thanks to his 
big ears), and could capture enemies 
with his special ring. He could then 
throw the captured enemies at other 
bad guys, or use them to double jump 
from. It was beautiful in its simplicity. 

For the sequel, Namco was smart 
enough to not mess too much with a 
good thing. The familiar gamepiay, 
along with the 2D/3D look, has been 
retained, but the company worked 
hard to make Klonoa 2 a more 
ambitious title. There are now 24 
stages, each of which is quite huge, 
greatly detailed and features a larger 


assortment of interactive background 
elements. Since the levels are going to 
be quite complex, you’ll be able to re¬ 


enter them whenever you want in 
order to make sure you didn’t pass up 
anything along the way. 


LOOK OUT BELOW! 

The camera in Klonoa 2 is very dynamic and will automatically move 
itself around In order to get the most dynamic gamepiay angle. 
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Klonoa no longer has to just rely on his 
own jumping and capturing skills to get 
him around, either. Cannons and tram¬ 
polines will propel him to high 
locations, while trains and other 
vehicles can whisk him from one place 
to another. Puzzles are still going to 
retain the simplistic designs of the first 
game, but are going to require a lot 
more thinking to solve this time around. 
That should be pretty interesting to see. 


The saddest thing about the first 
Klonoa was that it never got the main¬ 
stream recognition that it rightfully 
deserved. It was easily one of the best 
platform titles on the PlayStation, but 
hardly anyone ever knew about it, 
much less played it. I certainly hope 
that all changes with Klonoa 2. It just 
looks like such an incredible game, and 
1 can't wait to get my hands on a copy. 

> Stephen Frost 





me BUZZ 


K!onoa was one of the best platform titles 
on the PS and this sequel looks to push the 
bar even higher. I can't wait to play it! 
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> The people of this 
world have been 
imprisoned in these 
eggs. To free them, 
just grab a bad guy 
and toss him into the 
egg, cracking it open. 


< this heart will 
refill Klonoa's life if 
he can get high up 
ough to grab it. 


ii Ybii can open up 
jecfets by picking ifi 
up all of the floating 
l^stais that afe:^::'|i 
Ibiind in each stagili^ 
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Klonoa's greatest ability Is that 
he's able to suck an enemy in 
with his ring, and then grab on 
to the bad guy until he finds a 
way to dispose of him. 
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SKY ODYSSEY 

PlayStation2 gets its Pilot Wings 



ike the classic Nintendo 
game, Activision's second 
outing on PS2 focuses on 

the thrill of flight — though, unlike 
P/7ot W/ngs, it'll feature airplanes 
exclusively. The game's premise is one 
of "flight adventure," with the goal 
being to locate the missing pieces of a 
map that points to the long sought- 
after Tower of Maximus. 

In the Adventure Mode, finding 
these pieces will mean accomplishing 
more than 40 missions, spanning 
carrier landings, mid-air refueling, and 
harrowing canyon runs. There'll be 10 
aircraft in total to fly, ranging from a bi¬ 
plane to the F-IITA stealth fighter, all 
of which will have multiple upgrades. 




zz 



Definitely not for hardcore action fans, but 
Sky Oefyssey could be a very nice diversion 
from the norm if it’s asgood as it could be. 


There will even be a mode where 
players can customize the paint job 
and logo on their plane. 

In addition to the quest-like 
adventure mode, Sky Oefyssey will 
include a Target Mode (where the goal 
is to fly through rings), Sky Canvas 
Mode (sky writing), and Free Flight 
Mode. The game is looking promising, 
with highly-detailed aircraft, cool 
weather effects, and very realistic 
control. Keep your eyes on this one! 

^ Randy Nelson 
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E eleased several years ago, 
NDK showcased a rather 
unique gameplay feature 

in the form of a Sniper Helmet. Aside 
from that feature, though, the game 
really wasn't all that innovative or 


exciting to play. However, the sequel 
eventually got released on the 
Dreamcast and ended up receiving 
much acclaim from the videogame 
press. The levels were well-designed 
and the humor was dead-on. Now, 


that sequel |s appearing on the PS2, 
and in an enhanced form, even. 

Kurt Hectic returns with his famous 
helmet for a new adventure, and is 
bringing along some helpful friends: 
Dr. Fluke Hawkins and Max, the six¬ 
legged robotic dog. Since each 
character has their own strengths and 
weaknesses, the way you play the 
game will change from time to time. 

Interplay has promised that the 
PS2 version of MDK2 won't just be a 
straight port. The engine is completely 


new and sports improved graphics and 
lighting effects. We certainly can't wait 
to see it, and we should hopefully have 
a playable version by next issue. 

Stephen Frost 
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Cool gadgets and large levels should keep 
action fans happy, as long as the game 
doesn't fall flat like the original. 
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24 fflotocrass, supercross, freestyle 
and amateur tracks. 


28 top protesslonal riders, 
exclusively featuring Ricky Garmicliael 
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New freestyle mode features over 50 
trick GomOinatioos. including signatuie 
moves like Hart’s “Hart Attack”. 


High resoiuiion graphics and advanced 
physics for insanely real gamepiay. 
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ony's upcoming racer has 
^L..^ undergone a name change 
to Gran Turtsmo 3, and the 

game has received a remarkable visual 










WMM 


upgrade since we last saw it at E3. 

Polyphony Digital has upped the 
screen resolution that the game runs 
at, eliminating the presence of any 
“jaggies" around car edges and back¬ 
ground objects. When you also 
consider that the game is running at a 
blistering 60 frames-per-second, you 
have the makings for a very impressive 


simulate turning resistance and other 
effects based on the cars' specs. 

One of the game's other major 
highlights is sure to be its beefed up 
opponent Al. For example, if you rough 
up another driver, he'll be out for your 
blood for the rest of the race. 

With 150 super-detailed cars, new 
circuits, and a head-to-head iLink 
network mode, Gran Turismo 3 is 
looking like the PS2 racer to beat. We 
may have to wait a white before the 
game hits shelves, but it's looking like 
the wait will be more than worth it. 

^ Randy Nelson 


Sony's hot P52 racer gets a BIG makeover 


game. A number of new special effects 
are in place, such as sunlight that 
shines through trees and rain effects 
that'll realistically affect car handling. 

GT3's cars will handle even more 


accurately than in the previous two 
games, with more physics calculations 
being performed than ever before. 
Sony is even working on a special 
force-feedback steering wheel that will 



With Its realistic handling and awesome 
bpponeht Al, Ciion Tom be the 

first truly next-gen racer on the PS2. . 
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GTS may feature fewer cars 
than GT2, but the awesome 
detail put into each one should 
more than make up for it. 
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fAig game is going to scare the Hving crap out of you 




eturning to the town of its 
namesake. Silent Hill 2 
promises to be a complete- 





ly new adventure with little (if any) ties 
to the original. Its new lead character, a 
guy named James Sunderland, has 
been summoned to the foggy American 
burg by a letter from his wife, who, inci¬ 
dentally, has been dead for three years. 
Needless to say, the game stands to get 
even creepier from there on. 

This time around, the fog that 
enshrouds Silent Hill isn’t there to hide 
polygon pop-up, but instead will be 
interactive — that is, as James moves 
through it, it'll swirl and drift. Of 
course, as you can easily tell from 
these screens, the game’s overall look 
has made a considerable jump as well. 
The game's in-game visuals are already 


surpassing the stunning CGI-rendered 
movie sequences from the original 
game, which were great for the time. 


The game's combat system is also 
promised to feel more "natural" than 
before. In one example, swinging a pick 



Silent Hill 2's development team is creating about nine new monster 
types, all of which are much more disturbing that the first game's. 
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will require extra precision on the part 
of the player, which leads us to believe 
that the DualShock2's analog stick will 
factor in somehow. Also, the first 
game's emphasis on sound is being 
heightened. For instance, James will 
carry a radio tuned to a dead channel, 
and the static will get louder when he 
nears a monster. Talk about eerie... 

Perhaps the biggest focus for this 
sequel, however, will be its plot and 
dialog. The game's creators feel that 
they got the series' mood right in the 
first game, and this time they really 
want to focus on delivering an even 
more compelling story, with Holly¬ 
wood caliber acting to back it up. 

Based on what's been revealed so 
far, it's safe to say that Silent Hill 2 will 
be a dramatic leap beyond its prede¬ 
cessor is just about every way. The only 
thing we can't be too sure about yet is 
its gameplay, but we'll be sure to bring 
you more details on that front as work 
continues towards the game's antici¬ 
pated fall 2001 release. 

^ Randy Kelson 


From what we've seen, this could very well 
be the scariest videogame ever! This 
should be one of the top games next yean 




■Smri-vY; 










character, and 


me cast of the JS^SI 

Siiem mn. He;:co^K 

to the creepy town In 
search of his wife*.. 
But isn't she dead? 




■ Just look at the amazing level of 
detail in this environment... Yeah 
it's a restroom, but you can still 
w see the high level of quality that 
the designers are aiming for. 


see The Ghoulim^ 

I i;.. I ij-*: 

No? The movlSH 
where the litt|e|if 
monsters came 
out of the toilet?^ 
That's true horror. 










Not only will James' 
movements affect the dense 
fog, but it's also conceivable 
I that players will be able to 
i detect enemies by its swirling 
and drifting, as well. 



















SiOT^!. 





WWW. □ ^ q □ E C e M B E R 


2000 ► 100% INDEPENDEW PLAYSrATIDNi MAGAZINE 



























































































































































































































































































































































































































































































































































































































































xrnw^m 






»^M 












a§g^ 




i« 




m':mk 




wteftei 




Mrnm 


Wm$WM^Mwm 




^Wr'.f^C' 

msm 




mii 






W^§ 


mmm 






&<ftWK^ ^'^'r- - i/SW '>r^'• • •^'■V'■'. It'- : A'V"^-* 

V-1: ■' -H^- .^^r vi. ■, ■• 






■^;mk 




Pi 

'SJ-SS 


iifeiaiifi 




















^iv/-?V,-:-rt 




.:<>ii ?: 


Suggestive TTiemes 


Wfairtiytogoare 












































































































































































































mm 




ft- 






r !»<>?■ 


■^' ’Atyw’, 

■j : ’ ••-■i«i-=v-! J 






,'f=>;a;';).ljj 


:15»X^' 




iT® 








W»«l 

ll*»a 


^!WWW 






rWi: 


l-'-JS.Viiif'-r'Al't. 







1 

































































































































































































































































































































































































































































































































122 

SELECT 


O 

o 

o o 
0°0° 
o° 


PREVIEWS 



RELEASE DATE 


TYPE 


# OF PUYERS 


PUBLISHER 


DEVELOPER 


END QUARTER SCO I 


TO BE DETERMifilED 


VOUTIDN 


I ST PERSON SHODTCR 


ESRB RATING 




PERCENT COMPLETE 






The next step in first-person shooters? 


t its launch, the PS2 already 
had two big first-person 
shooters in its library, and 

that number is going to grow quickly. 
Pretty much every major developer 
has at least one in the works. Of those, 
probably the most impressive title 
early on would be THQ's Red Faction. 

There are two main areas that Red 
Faction sets the standard in. The first is 
the single-player experience, and the 
second is realism. Both Time Splitters 
and Unreal focus a lot on deathmatch 
action without any real plot progres¬ 
sion. Red Faction, on the other hand, 
has been designed with a very 
cinematic storyline in mind. You'll 
meet different characters, earn bigger 




With a really strong storyline and destruc¬ 


tible environments. Red Faction could 


become a major first person shooter. 


and better weapons, and constantly 
discover new areas and enemies. 

As far as realism goes, Red Faction 
is also paving the way. The game is 
built on a special engine, called GEO- 
MOD {Geometric Modification), which 
allows players to destroy virtually 
anything that they come across. 

This is one of the titles that we're 
eagerly awaiting, and you can bet we'll 
have extended coverage over the next 
couple of issues. Stay tuned! 

^ Stephen Frost 
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The third 
Bushido Blade 
game, sort of. 






on the Bushido Blade tradition. 

Like Bushido Blade, all of the 
game's 22 characters each have their 
own unique moves and special attacks. 
Players can slash opponents high, 
medium or low, which also requires 
countering at these three zones. 

Unfortunately, some the aspects 
that made Bushido Blade so realistic 
seem to be missing. Characters can no 
longer be crippled, and complete 3D 
movement is gone; you always remain 
facing your enemy's position. 

Still though,/Cengo looks promising. 


□ ushido Blade strayed away 
from precedents set by 
Street Fighter and VIrtua 

Fighter and established itself as a 
different, yet high quality, fighter. 
Kengo is the next game that carries 




and could be a nice change of pace 
from all that Tekken and DOA2 playing. 

^ Tokoya 


































This fighter features a more realistic style 
of combat, complete with one-hit kills. 
We*re definitely Interested, but cautious. 
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Line up and sink the perfect shot! 
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unng a show that mostly 
featured newer versions 
of previously announced 

games, Sony's Sky Gunner was the only 
real surprise. Several playable demo 
stations were set up so that attendees 
could get all touchy-feely with the 
game and, of course, yours truly took 
this new shooter out for a spin. 

The first thing that struck me about 
Sky Gunner was its pastel-colored, 
cartoony art style. Visually, it reminds 
me of Capcom’s Powerstone, and Tall 



Concerto for PlayStation. I've always 
been a sucker for Mario-sty\e worlds, 
and when I saw the plane take a nose¬ 
dive towards a densely-populated 
island below, I knew I’d be hooked. 


Unfortunately, not much is known 
about the game at this point. It appears 
that there are two different pilots to 
choose from, and each has their own 
unique fighter plane. The action seems 
similar to Sega's classic Panzer 
Dragoon shooters, but it's not track- 
based; you can fly wherever you want. 

The thing that puzzled many show- 
goers is that the camera would often 
swoop in front of you so that you'd be 
looking at what was coming up behind 
your plane. It's disorienting, but if you 
go with the flow, it seems to play okay. 

With the focus that Sony's giving it 
in Japan, we hope to see Sky Gunner 
over here early to mid-next year. We 
should have more info on the game 
soon, so be sure to check back. 

^ Chris Slate 
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While the camera angles had many players 
scratching their heads, everyone still left 
TGS excited about the game's potential. 



Sony's surpme shooter wows 'em at TGS 
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Shooters haven’t fared well in 
3D. With fantastic graphics and 
great action. Sky Gunner might 
just turn that trend around... 


CRT^ 


TA lots of ^ant explosions, dizzying 
heights and Imndreds of enemy ships to 
take bn — what's not to like? 
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Since adventuring and explo¬ 
ration is an important part of 
the game, you'd better have 
your traveling shoes on. You'll 
get to visit a large variety of 
different places. 
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4 million copies sold in Japan, andit^s coming our way! 



imply judging from the 
pictures, gamers unfamiliar 
with the series probably 

can't understand why the Japanese 
rave over this game. Sure, the graphics 
and sounds are pathetic, but this series 
has always been about its gameplay. 


son of a fisherman who wants to 
explore the world. While the "boy 
adventurer" RPG theme has been 
beaten to death, the story fortunately 
unfolds into a profound adventure full 
of mystery and mysticism. 



Whether Dragon Quest VH will live up 
to the anticipation and hype remains to 
be seen, it looks like a SNES game, but 
can the four million Japanese gamers 
who have already bought it be wrong? 

^ Tokoya 


Ihe BUZZ 


From everything we've heard the game 
plays extremely well and the story is great, 
but will U.S. fans look past the graphics? 
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One of the most unique aspects of 
Dragon Quest VH is the complex 'Job" 
system. Players assign their characters 
a job class, which includes everything 
from shepherd to soldier. All of the 
people from the many different classes 
basically work together to kill off 
monsters, build towns, etc. Later in the 
game this system becomes even more 
interesting when you can assign combi¬ 
nation classes such as fighter/mage. 

Another of the game's strengths is 
its short loading times. Although the 
fighting, dungeons, and graphics are all 
very basic, there's virtually no waiting 
before and after fights, or when 
entering or exiting an area. It's snappy. 

You begin playing as the restless 
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Since Bouncer uses the same 
basic control scheme as the one 
from Total, you can very easily 
determine what attack level 
want: high, medium or low. 
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E l t a recent press event in 
I Japan, Square unveiled a 
J few more details about The 

Bouncer, Unfortunately, the game was 
still not playable, so we can't give you a 
full hands-on perspective about its 
combat system. However, we can share 


with you the general basics of how the 
fighting will actually work. 

Those of you who have played 
either of the Tobal games will feel right 
at home, as Bouncer uses the same 
basic control scheme. There are three 
attack buttons {Triangle, Circle and X), 


each of which corresponds to a 
different attack levels (high, medium 
and low). And since each of the buttons 
is analog, how hard you press them 
determines what sort of attack will be 
executed. For example, if you tap the 
Triangle button, your character will do a 






























Standard punch. However, if you hit the 
button harder, you'll get an uppercut. 

Rounding out the buttons used are 
R1 and R2, which allow your character 
to block and perform special attacks. 
As far as movement goes, you'll use the 
left analog stick to control your 
character. What's strange, though, is 
that the stick is used only for 
movement — it doesn't actually play a 
role in performing attacks like it did in 
Tobal. Granted, this setup may help to 
make The Bouncer easier to get into, 
but I fear it may also limit the game's 
depth. We'll just have to wait and see. 

The game is still slated for a January 
release, so we should hopefully get a 
playable version within the next few 
months. As soon as we learn anything 
new, we'll be sure to let you know. 

> Stephen Frost 



With a control scheme almost like Tobal, 
and really beautiful graphics, we can't wait 
to get our hands on The Bouncerl 
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e're starting to see the line 
between the movies and 
videogames blur a little. 

Developers like Hideo Kojima (Metal 
Gear) and Hironobu Sakaguchi (Final 
Fantasy) already do an amazing job of 
bringing their cinematic vision to the 
world of polygons and texture maps. And 
gamers can expect to see more of that in 
the future, especially on the PlayStation2. 
A great example of this is Konami’s 
upcoming samurai epic, 7 Blades. 


What's unique about 7 Blades is the 
fact that an actual movie director, Kazo 
Hayashi, is in charge of the game's 
development. Known for his work on 
such Japanese films as The Legend of 


Zipang, Kazo will be bringing his 
knowledge of camera angles and 
intense action into the mix. 

Unlike a straight-laced action title, 
though, 7 Blades will challenge the 
gamer to complete varying mission 
objectives. You may have to find certain 
items within a specific amount of time, 
or you may just have to take on an 
army of enemies and survive. It's this 
variety of gameplay that should help 
this title grab the interest of gamers 
and keep them riveted. 

We won't be seeing Konami's 
samurai adventure until March or so of 
next year It's going to be a long wait, 
but with this game coming out at the 
same time as Capcom's Onimusha, we 
certainly have a lot to look forward to. 

^ Stephen Frost 



A samurai adventure with cinematic flair 
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Having a movie director at the helm should 
do a lot for 7 Blades* storyline sequences — 
as long as the action can keep up^ * ■, ^ 
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Gokurakumaru is strong at 
close combat. Yuri prefers to 
stay back and use her projec¬ 
tile weapons over the bladed 
ones that her partner uses. 


comoos iaiidpspe^ia>r 
arsenal, and tiiey are u 
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ery few games successfully 
integrate an interesting 
story with highly enjoyable 

gameplay; usually, a game is lacking In 
one of these areas. However, Fear 
Effect 2: Retro Helix, promises to satisfy 
gamers in both departments. 

You’ll begin playing as Hana, the, 
ahem, “working girl" from the first 
game, but you'll quickly meet up with 
two of her old friends, Glas and Deke. 
Retro Helix also introduces a new 
character named Rain. Apparently, 
Rain is a brilliant thinker who helps 
Hana out in those mind-boggling situ¬ 
ations (and the game hints at an even 
closer relationship). The characters join 
together to try and defeat a mysteri¬ 
ous faction that's using DMA technolo¬ 



ENEniES! 

There are a large variety of 
enemies to fight, from hired 
thugs, to the undead, to giant 
robots. Each has unique 
strengths and weaknesses. 




the fighting should be more strategic 
than simply pointing and shooting. 
Also, there are a variety of smart 
puzzles and cool mini-games to keep 
the gameplay varied and fresh. 

Kronos has added a control system 
that's said to be similar to Metal Gear, 


plus it will take 15 hours to complete 
the game (the first only took four). 

With the many new improvements 
and quality work that Kronos has done 
so far, fans of the series and genre 
should keep an eye out for Retro Helix. 

^ Tokoya 


gy to resurrect a tyrannical leader 
from China's past, in addition to the 
main plot, you must also play as the 
other characters in various side stories 
to get more of the whole story. 

There will be a variety of new 
enemies to go up against. You'll 
encounter everything from robots, to 
people, to strange mutations. Since 
each enemy has unique weaknesses, 


m 
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ihe BUZZ 


Kronos is aiming to make this prequel play 
better and longer than the original, and the 
risque content will surely turn some heads. 
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^^even more spi^ In 20OT?ThisM 

^ footbill ^ te finest, wildest ^hd 
" conSpletely irr^GSsible morhents. 
The NPL Blitz series is the only foot¬ 
ball game youHl ever really see that 
I has players mnning for a touch- 
k \ a Fireball 
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' NHL FaceOff 2001 - 

by 989 SPORTS 

i'sixth edition of the NHL FacgOff series, 
ifceS videogame hockey Jo a newftt'el on! 
ifatiitwith incredible graphics 
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\ ne crystal comes: 

gfturh to ; a" world f i 11 ed with: -I 

"'^mystery and rriagic for 

biggest adventure yet The niptbinstallment of this 
best-selling RPC series has a completely new look 
and feel. An amazing wspal, audio, and gameplay 
experience for any*brave enough to entet. 


thousand years^ Mi 
after the events of ' r- 
the first adventure, o 
: as they work to “ 
unlock the secrets ^ J2 
of the Blue Spire ui 
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SELECT 


STRATEGY 


Bosses and 
Special Items 






BOSSES 


Thundera {or Blizzara, if 
you have it) with Vivi. 
Also, at the beginning of 
the fight, Cast Freya's 
Regan so that your party 
recovers faster 


Cleyra Attack: 

Gieyra is attacked 
Black Mages, 
to direct the people to 
safety. When you first 
meet the two priests, 
direct them towards the inn (the second 
choice). Follow these priests. Then you'll have 
direa a mother and her children. If you pay 
attention, as soon as you enter a new 
you can see the two priests run off 
screen. Follow them, and you'll be safe. 
However; if you miss them, the directions are 
right, left, and right. 


Black Waltz 1: Kill the 
Black Waltz, since it 
cures the Sealion. Now it 
should be easy to 
dispose of the Sealion. 
Also, when your HP 
drops below TOrrecover 


Black Waltz 2: 

Although Black Waltz's 
normal attacks aren't 
strong, if Vivi attacks it 
with magic, then it will 
counter and cause 
major damage. So, use Vivi to heal the party. 
Steiner's Ice Sword attack is effective. Attack 
with Zidane and Garnet Also, since Black 
Waltz 2 has some cool items, be sure to steal 
with Zidane. 









Alexandria 
Competition (Zagnol): 

To get an easy victory, 
go to the business 
district Go towards the 
weapon synthesis shop. 

Fight the huge monster called Zagnol. 
However, Zagnol won't appear until there are 
less than three minutes left, so use the rest 
of the time killing other monsters. 


Grzamaluke: Use Vivi's 
Thunder Attack, since 
this boss is super weak 
against lightning. Quina 
should attack, but if 


he/she is low on HP, use 
the Pumpkin Head attack (the lower Quina's 
HR the more damage this attack causes). 
Meanwhile, use the other characters to 
attack and heal. 


Ralvurahva: This fight 
can be difficult. 

Throughout the fight, 
cure with Garnet. 

Steiner and Marcus 
should just continue to 
do normal attacks. Although it will cast Poison 
and Slow on your party, don't try to cure 
these effects. 

Antlion: You should use Quina to cast White 
Wind (if you have it), and try to cure everyone 
in general with Quina. Jump attack with Freya; 
do normal attacks with Zidane, and use 


Beatrix: Don't worry 
about her; you can't win. 

You just need to stay 
alive long enough for 
her to perform an attack 
that will reduce your 
party's HP to 1; this activates the story mode. 

Raivuimago: Use 

Zidane's Soul Blade to 
hinder Its physical 
attacks, and then use 
Garnet's shell magic to 
protea the party. Attack 
with Zidane, and then use \rivi's Blizzara 
against it. However, when it becomes 
compad, you can't cause any significant 
damage, so steal and heal. 

Chariot Monster: You'll 
encounter this monster 
in Fossil Roo. You won't 
have to fight him if you 
get past the pendulums. 

To get past the 
pendulums, just time getting past the first 
one. If you do this correctly, you should be 
able to run straight through the other ones. 

Lani: The easiest 
defeat Lani is to 
Vivi's Blizzara 
Thundera: use the 
summoning spell with 
Garnet: 
finaily, 

Gladius, 


have the Exploda sword. Yau should've syn¬ 
thesized it at the castle before you left 

Hilgigars: Although 
Hilgigars is physically 
strong, he does have a 
few weaknesses. Vivi's 
Blizzara can be a very 
effedive spell. Use Eiko's 
Cura and Fenrir; use Cure and Ramuh with 
Garnet Zidane should attack with his sword. 




Soulcage: Remember 
to use heal spells, 
it is undead. Also, 
fire spells (or Phoenix) 
will cause it to constant¬ 
ly lose energy 
round. However since the 
fire, they’ll do more damage to 
Also, as usual, use Garnet and Eiko to heal. 





Ark: Since you can't use 
magic against this ship, 
you're going to have to 
rely on Steiner, Zidane, 
and Amarant to attack. 

Throughout the battle, 
at least one character should heal, but 
sometimes two characters may need to be 
used for healing. 


Dragons: 

attacks 
and Steiner; 
Zidane; and 
heal with Garnet 
However, when you have 
the chance, use Garnet’s Shiva. 



the 

Steiner’s 
attack. Quina should 
use her 1000 needles 
Garnet's [frit is 


’i'f-kir 


Earth Guard: This guy 
isn't that hard. Just make 
sure that you activated 
Zidane's Auto-Potion 
and Auto-Regen in the 
abilities menu. Use 
magic attacks with Quina, but if Quina dies, 
don't worry. Attack with Zidane and heal him 
when necessary. If you have Dark Matter, use 
it now. It will cause 9999 worth of damage. 


T -'l- 


Silver Dragon: Use 

Flare with Vivi and Flare 
with Steiner (and 
regular attacks when 
you run out of MP). 
Zidane should attack, 








while Garnet shou@’heal However, if she has 
Odin's Zantetsukeri attack, which takes away 
H R use it when she has the chance. 



Garland: He isn't so 
difficult. If you have 
Auto-Regen, he will 
probably be easy. 

Zidane should constant¬ 
ly use his sword attack: 
but he should try to steal Dark Gear Garnet 
should heal and call forth Odin's Zantetsuken; 
if you don't have this attack, Shiva is effective. 
Vivi and Steiner should use their flare attacks. 
Freya should Jump attack. Amarant should 
throw any crap that's available. 



Meitigemini: Attack 
with Zidane and Steiner 
(or the other character 
you've chosen): use Eiko 
to heal your party. 
Garnet's leviathan will 
cause major damage. 

Monsters of Ipsen's 
Castle: Everything in the 
castle is reversed. Defeat 
monsters here using your 
weakest weapons: the 
weakest weapons cause 
the most damage! 


Taharka: This monster is made of stone, but 
it does have a weakness, however It is weak 
against poison, so take it out with Bio. Also, 


Kuja: Don't worry ’ too 
much about how to 
attack him effedively 
here. You have to die to 
advance the story. You 
should stay alive long 
enough for Kuja to Trance. If you're having a 
hard time, use the same attacks you used 
against Gariantf’ • 

Maliris: Use Garnet 
only for healing. Cast 
reflective magic on 
yourself. Zidane should 
constantly sword attack. 

Vivi should cast Flare at 
every chance. Steiner should attack with 
Thundaga and Stock Break. 
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STRATEGY 
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mg 

SELEa 






Tiamat If Tiamat casts 
Float on your party, 
quickly recover with 
Dispel. If you're floating, 
do not attack Tiamat: it 
will counter with heavy 
attacks. Use your strong attacks against 
Tiamat: Flare, Odin, etc. 



Kraken: Attack the two 
arms to hinder its 
offense. Then 
body itself. Fire 
and Odin are 
Casting summons 
Garnet is secondary to healing. 



Rich: Use your strong attacks against him. You might want to cast Float (or 
equip Float in the Abilities menu) since it uses an earthquake attack a lot. 
Also, Eiko's Holy causes major damage. He'll be the last monster that you 
will have to fight twice. This is also the last battle before the final fight 


THE FINAL FIGHT 



Trance Kuja: Turn off 
useless abilities, and turn 
on ones that will be 
good against magic 
(Eternal Haste, Eternal 
Regen, etc). Equip Vivi's 


Death Guise: Death 
Guise will cast Meteor. 

Use Freya's jump attack 
to avoid this, or you can 
try to cast Phoenix 
Charm. Watch out for 
the Level 5 Doom attack. Don't include char¬ 
acters with a level of a multiple of 5. 


Reflect X 2, and cast Reflect on Vivi. Now, cast 
Flare on Vivi. It will always cause 9999 worth 
of damage on most enemies, 


Mecron: Casts Shell and 
Protect Freya’s strongest 
magic ability can 
penetrate its defenses. 

Steiner should use the 
Thunder Sword, Flare 

Cl A r\r Dro^Lr I hfial hi it 



when he has nothing else to do, attack. Eiko 
and/or Garnet should summon spells to 
attack, but their main priority should be 
healing the party. Also, if it casts Zombie, and 
then you die, you'll need to use cure Zombie 
status before you resurrect them. 





Aloha T-pirt: See the 

Gizanhiuke's Grotto and receive 


SPECIAL ITEMS 








the big cities. Wiien there, p}^ as riaipi 
people as possible to find those gems: ^ I; 

Emerald: This will restore HR After you 
defeat Antiion, go see the Cieyrian High 
Priest He will give you the Emerald. 


Fairy Earrings: 

excayatiqn site, C 
exit through the 
right Get ; on the 
the earrings. 


Gargant: this 


catGd in the 
the moogles, 
n and to the 
area contains 


Lani Taina: In the excavation site, press the 
number 4 switch. Go to the far right and open 
up the treasure chest 

Green Stone: After you beat Hilgigars, get 
the yellow stone in front of you. Go to the 
right, at the fork in the road, go right This is 
the Green, and final, Stone. 

Drigandine: This armor is in Lifa towards the 
base of the huge plant, on the opposite side 
of the staircase. Look there after you get off 
the elevator 

Demon's flail powerful Fork and Shoes: 

To obtain these items, you'll have to fight 
Dantarian (an optional boss on disc .3). In the 
library at the bottom left corner, examine the 


DIFFICULT 

PUZZLES 






to cast anti 


Rebirth Ring: Win the card game tourna¬ 
ment at Treno on the third disc. 

Rpse Card and Strongest Racket: on 

disc 9 pt 4, if you go to the cave east of Treno, 


you’ll fihdBian^ dvi/elling. Search the bucket 
puli ^cKporcfi. When the menu appears. 
cfiposeffi;toe»tion. efc. 




Odin Card: Go to Mandarin Sail and go to 
the waterfall screen. Play Lonnie to try and 


you recep/e a 


don't initially see Dark Matter on 


cushion. The urn will become charged with 
the energy from the sword. Garnet can equip 
this earn as an accessory and learn 


naximiiiiah Annor, Inyinclhlp Carets 
Ultima Weapon: Once you get a Sea 
^Chocobo, use a Red Pepper to get the 
Chocobo to dive into the water where the 
portal to Terra used to be. It'll retrieve and 
dive these items. 


Frog-Catching: 

Frogs 

2; Stone 
5: Ether 


23: 


When you get 99 frogs, Queru will.come out 
and attack you. Bring in Eiko and arm her with 
Confusion and Silence Guards. 

iumpRope: 

p20 . lOgil 200. ...Alexandrine Card 

^0 .CactuarCard 300 .....Racket Card 

O00...Genji Card 1000.? , ■ ■ 




ZODIAC COINS 


Location: Look on the right side of the first 
screen in Ipsen's Heritage 
Reward: 1000 gil 


Location: First Floor on the windmill of Dale 
Reward: Phoenix Pinion 


Location: Fruit Cart in Burmecia 
Reward: 2000 gi! 


northwest door; turn on the light on the 
bridge. Return to the room where you got the 
diamond sword. Enter through the left door 


I 1 1> -.Tj^ V .':j'I'-' a' \ t 

Locahon: Lower-rigf#Gomer of Daguerreo 
entrance 

Reward: Blood sword 


Location: Fountain in Treno 
Reward: 5000 git 


Location: upper-right corner of statue room 
in Alexandria Castle 
Reward: Elixir 

Location: Behind fountain in Mandarin Sari 
Reward: 10,000 gil 

;-w a', V'.^V'\\V,. 

■■ ” M'. 'V” ; .i'v 

I Location: On board the invincible 
Reward: Black ? 

Location: Left side of Lindblum Market place 
Reward: 20,000 gil 




Location: Bottom of first saeen of Quan’s 


Reward: Rossetta Bracelet 


Location: Behind the item shop in Treno 
Reward: 30,000 gil 




Location: Far right of the inn in the Black 
Mage Village 
Reward: Robe of Lords 


torches. On the left side, put out the Kniddie 
candle, and then on the right side, put out the 
left candle. 


Black flage Village: to get past this 
repeating screen and obtain access to the 
village, go right, right left, right 

Zantetsuken: Go to Ipsen's Heritage. Go up 
the middle staircase from the first room. Enter 
the elevator Place the urn on the right, on the 
top cushion, and move the urn on the left to 
the right most cushion. Move the urn on the 
top cushion to the cushion on the left Move 
^ the urn on the right cushion to the top 


Zantetsuken. 

OEILVERT 

PUZZLES 

Four Ground Lights: Before you begin this 
puzzle, you switch on the light bulb in the 
beginning: otherwise, the puzzle cannot be 
completed. Turn on the four devices in the 
following order: upper-left, upper-right, 
lower-right,^ lower-left. Go through the 


DESERT RALACE 

Room with six torches: On the left side, 
light all three torches. Go through the mirror 
to the right side. Light only the torch in the 
lower left corner. Now light everything, 
including the place in the center 

Torch Lighting #2: After you proceed past 
the library and the Moogle, light all of the 

•y . 

y-"- .. ■ • 

rt' ■ ■■ 


Ipsen's Castle Wall Ruzzle: choose the 
second, third, fourth, fifth, third, sixth, and 
then seventh options. 

Elevator in Pandemonium: Set all the dials 
to zero. Go to the left room and try to get on 
the elevator. Return to the previous room; 
your friends will now help you. Setting it to 
position 4 will get you out of the area. At the 
top, set the dial to 3 to get the treasure chest 
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STRATEGY 


Secret 

Costumes 


Ryukenden: Clear Sh, UPS Mi? - ; 
victory x1, UPS play x5 

Black Ninja Cloth; Clear SM I ^ 

on N without continuing, Clear 

SM x5, UPS victory x5, UPS 

play X10 P#- ^ mH 

Red Ninja Cloth: Get 1,000,000 points in S on N, use 
more than 50 times, UPS victory x25, UPS play x45 
White Ninja Cloth: Get Green Tea in S, use more 
than 100 times, UPS victory x50, UPS play x90 


Shinobi (Purple): Clear SM, UPS 
victory xl, UPS Play x5 
Blazer: Clear SM on N without 
continuing. Clear SM x5, UPS 
victory x5, UPS play xlO : 

Winter Cloth: Get 1,500,000 points in S on H, use 
more than 25 times, UPS victory x12, UPS play x22 
Nikenia (Kagero): Clear over 50 stages in S, use 
more than 50 times, UPS victory x 25, UPS play x45 
Private Black & White: Clear Time Attack in less 
than 4'15" with Official Rule on N, Use more than 100 
times, UPS victory x 50 UPS play x 90 
Dark Heroine: Get Tiara item in S, use more than 
200 times, Pedometer over 20,000, UPS play x180 


Reina (D3): Clear SM, UPS . iBH 

victory xl, UPS play x5 
Black & Gold: Clear SM on N B i 
without continuing, Clear SM x5, 

UPS victory x5, UPS play xlO ^ ■ ^jS 

Private Cloth Purple: Get 

2,000,000 points in S on N, use more than 30 times, 

UPS victory x15, UPS play x27 

Red Body Suit: Clear Time Attack in less than 4'15" 

with Official Rule on N, use more than 75 times, UPS 

victory x37, UPS play x68 

Blue Body Suit: Get Rocket in S, Use more than 150 
times, Play with a player who played UPS more than 
1000 times in UPS, UPS play x135 


New Pro Wrestling Suit: Clear 

SM, UPS victory xl, UPS play x5 T t 

Ring Costumes: Clear SM on N 

without continuing, Clear SM x5, 

UPS victory x5, UPS play xIO 

White Suit: Get Champion Belt in S, use more than 

50 times, UPS victory x25, UPS play x45 


HIDDEN 

N Normal difficulty 

COSTUME 

UPS = User Personal Stats 

S = Survival mode 

KEY 

SM = Story ftOde 




Naked: Clear SM, UPS victory xl, 

Dandy Cloth; Clear SM on N 
without continuing. Clear SM x5, 

UPS victory x5, UPS play xlO 
Karate Cloth: Get Scrolls in S, use more than 50 
times, UPS victory x25, UPS play x45 



GEN FU 


China Citizen's Cloth: Clear SM, 

UPS victory xl, UPS play x5 
Black Tiger: Clear SM on N 
without continuing. Clear Sm x5, 

UPS victory x5, UPS play xlO 
Kenpo Cloth (White): Get 
1,000,000 points in S on N, use more than 30 times, 
UPS victory x15, UPS play x27 
Tiger: Win 48 matches in S on N, Use more than 75 
times, UPS victory x37, UPS play x68 
Kenpo Cloth (Black): Get Mahjong Counter in S, use 
more than 150 times, over 10 continuous wins in UPS, 
UPS play x135 


JANN LEE 


Red; Clear SM, UPS victory xl, 

UPS play x5 

Naked: Clear story on N without 
continuing. Clear SM x5, UPS 
victory x5, UPS play xlO 
Suit: Get 1,000,000 points in S on N, use more than 
50 times, UPS victory x25, UPS play x45 j 

Running: Get Dragon on S, use more than 100 times, 
UPS victory x50, UPS play x90 



Shinobi (Pink): Clear SM, UPS 
victory x 1, or UPS Play x 5 
Shinobi (Black): Clear SM on N, 

Clear SM x 3, UPS victory x 5, or 
UPS victory x 10 
Sailor: Clear SM on N without continuing, Clear SM x 
5, UPS victory x 12, or UPS Play x 22 
Winter Cloth: Get 2,000,000 points in S on N, use 
more than 50 times, UPS victory x25, UPS Play x45 
DOA++Cloth: Clear over 50 stages in S on N, use 
more than 100 times, UPS victory x 50, UPS Play x 90 
Shinobi (White and Gold): Get "cherry" item in S, 



use more than 200 times. Pedometer over 10,000, 
UPS Play x180 



nn7 

DOA++Cloth (Green): Clear SM, 

UPS victory xl, UPS play x5 
DOA1 Cloth (Black): Clear SM on 
N without continuing. Clear SM 
x3, UPS victory x5, UPS play xIO 
New China Dress: Get 1,000,000 points in S on N, 
Clear SM x5, UPS victory x12, UPS play x22 
DOAl Cloth (Yellow): Clear Tag Battle with Leifang 
in the New China Dress 8f Jann Lee In his Suit, use 
more than 50 times, UPS victory x25 UPS play x45 
DOAl Cloth (Green): Clear Time Attack in less than 
4'15" with Official Rule on N, use more than 100 
times, UPS victory x50, UPS play x90 
China Bondage: Get Decoration Cake in S, use 
more than 200 times, Continuous Win over 20, 
UPS play x180 



Coat; Clear SM, UPS victory xl, 

UPS play x5 

Black Tanktop: Clear SM on N 
without continuing. Clear SM x5, 

UPS victory x5, UPS play xIO 
Red Shirt: Get Missile in S, use more than 50 times, 
UPS victory x25, UPS play x45 



Bondage: Clear SM, UPS victory 
xl, UPS play x5 

Shadowman's GF: Clear SM on N 
without continuing. Clear SM x5, 

UPS victory x5, UPS play xIO 
DOAl Cloth (Blue): Get 1,500,000 points in S on N, 
use more than 30 times, UPS victory xl5, 
UPS play x27 

DOA++ Cloth: Time Attack in less than 4'15" with 
Official Rule on N, use more than 75 times, UPS 
victory x37 UPS play x68 

One Piece Dress with Leather (Red): Get Roast 
Chicken in S, use more than 150 times, UPS play with 
more than four different players, UPS play x135 



Alien: Clear SM, UPS victory xl, 

UPS play x5 

Vest & Shorts: Clear SM on N 
without continuing. Clear SM x5, 

UPS victory x5, UPS play xIO 
Shadowntan; Get 1,000,000 
points in S on N, use more than 50 times, UPS victory 
x25, UPS play x45 

Red Mohican: Get parfalt in S, use more than 100 
times, UPS victory x50, UPS play x90 
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Play alone or with a friend 
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Master the techniques 
used by the pros! 
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The most beautiful pool 
halls In the world! 
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CTmeite™ 


9 modes of play, plus 3 
hidden pool games! 
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Finishing the Final Mission 




MARKETPLACE 






Combat Tactics 


Dual Barricades 


Combat Tactics 


Be careful when you 


Combat Tactics 


together. As soon as 

you approach these 

barricades, three 

enemies will jump out 

and begin firing at ; ^ 

you. Retreat around a 

corner and fight from that position 


First Barrel 


b' After you kill the guard standing 
here, run to the left As soon as you 
see the two guards, run back to the 
barrel and shoot it twice. When the 
guards come close to the barrel, hit 
it once more to blow them up. 


Let this guy,do as much of the. 
work as possible. However, 
help him out when he needs it I' 

These guys are' especially I 

useful tor. taking out the barri- | ' M, 

cades. If ydii're quick enough, 

they wliliid^^ the machine gun fire. This will give you a 

few secbriBs to take out the barricade. 


Ranzerfaust 


If a group of enemies are 


Underpass 


The Balcony 


you don't want to waste 
ammo trying to hit them, 
just hit the wall closest to 
the enemy. Even if you 
don't hit them directly, 
you should still kill them. 


> At this point, you will encounter 
many enemies. Move up slow and 
retreat; kill 'em one at a time. 


Throughout this level, enemies are 
positioned on balconies. If it seems 
like you're g^i^ng shot and nobody 
is in sight; look up. 


Motorcycle Combat 


► This part is hard. Remember to ' 

hide behind' corners to beat these ^# 2^ 
guys; they're going to jump out at 
you from many different places. 

Also, keep in mind that one of the ^ 
last guys that you'll fight has a i 

Panzerfaust, so be sure to be out in the open when you 
encounter this guy so you can easily dodge the rockets. 


Cheap Attacks 


After you kill the second and 
third machine giin barricades, 
a motorcycle with a mounted 


1. Your contact in this level 
is a spy. He's the only 
person located in the open 
area to the right of the 
starting point. Don't try to 
talk to him, just shoot him 
as soon as you see him. 


Quickly back up and launch a 
Molotov Cocktail at them. 


Cheap Attacks 


Cheap Attacks 


2. Be careful not to get 
caught in the middle 
of the tunnel by Pi 

enemies on the h- 

outside. Just before 
you exit the tunnel, 
turn around and 
head back to the i 

entrance. Two more I 
enemies virill be 
there. Kill them and 
then return to the 
exit to finish off the || 
last enemies. ^ 


1. In the beginning, when you 
kill the guaiti oh the balcony, 
be sure to Utrn to the right 
when you enter the street; 
there's a guy in the doorway. 


1. At this corner, be prepared for an 
enemy to jump out at you. Kill the 
guy on the balcony and run past the 
corner a little. How, quickly run 
back to kill the enemy behind you. 


2. When you get to the end of 
this initial road, your helper 
will go into a building. Let him 
take out the guy in here. 
Directly behind both of you are 
twoguards;jtake'em out. 


2i After you beat the second 
halftrack and enter the area with 
boxes, be ready to fight two guards 
that will sneak up behind you. 


Difficult Objectives 

Halftracks ^ 


3. Throughout the game, espe¬ 
cially on this stage, enemi^ will drop gronades on you; 
and before ^y die, they m^ drop a grenade. Before you 
run up to a dead guy to steal his stuff, wait a few seconds* 


1. Use Molotov cocktails to take 

all of the halftracks out. The . ' ^ 

key to an easy victory is taking ^^7' 

out the gunner. Quickly throw ^ ' 

one Molotov cocktail to kill the 

gunner and get out of the way. 

Since the Inside gun is only on one side of the halftrack, just 
change directions and bombard It with Molotov cocktails. 


conlinued ^ 


Machine Gun Barricades 


Barric^eTT If you're care^ you J 
can tako^ all three of the p 
enemies that crew this gun S 
without a pijOblem. If you position ^ 
yourself so that you can just see the ^ 
enemy's arm, you can shoot him 
without getting hit. 


can puli off at once, and how long it takes them to reload. 
Having done this, anticipate when they'll stop firing, and then 
jump out and pick them off with your sniper rifle. 


2. This area is hard. First, take out p --. . " , i , 

the gunner to render it less of a ^ \ ■ 

threat. There is also a soldier t 

running around'with a Panzerfaust. ' 

Keep backing behind corners and 
changing directions to avoid a rocket y| ^ 

blast. Finally, once you enter this ™ 
area, on top of the building directly to the left is a sniper 
trying to pick you off. Since he is slow, and his bullets do 
little damage, he should be your last priority. 


Barricade 3: This one is the easiest. Just go up the stairs and 
snipe this Machine Gun guy from the window. Use the bottom of 
the windowsill for cover. 


Barricade 2: This barricade is a bit tougher; you'll need Barricade 4: This one is no different than the second one. Just 
precise timing in order to nail this one. Tease the enemies make sure that you kill all of the enemies surrounding you 
by quickly jumping into the open, and then.returning to before you try to take the barricade out. Keep back at a great 
safety; yoB,should |ry to estimate, how ma^^ shots they distance to stay out of the range of fire. 
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The objectives 
aren’t too 
difficult to 


this level; you 
pniy needtOj 
flip a few 
switches, j 
Howeveiv 
getting to 
them can still 


Fighting in the train is trickj 
You need to Immediately 
position yourself behind a 
seat and duck. Try hitting all 


The first area of this level Is super difficult. Go to the open 
area after you get the Panzerfaust that is to the left of your 
starting location. Across the entrance in the open area is a 
room with health and another Panzerfaust; run to it. Once 
you kill your contact, various enemies and tanks wilt 
appear. Hold off the enemies and destroy the tanks as they 
pass by the door. At one point, you may need to leave the 
room to get more Panzerfaust; there are more shells In the 
doorway where you killed your contact. After you kill three 
tanks, the objective is complete. 


" ^ tough. Just be 

^are that the first Switch is guarded by one enemy, the 
secphd^wltch is guarded by two enemies, and finally, the 
third and last swltcll is guarded by one enemy. 


rrain Exit . - ^ 

Walk out of the train to 
the other vuall. This will 

cause one enemy to come 1; r ... ^ 

after you. Run back to the 
train for cover; kilt him. ^ r ^ 

Run up to the stairs tothe. : ' '; 

right- and kilt therenemy i . 

at the topiJciuickiyi-'Be- 1, \ 

ready to'"turn:-Ground ■ n ^ m 

immediately, because another enemy will begin shooting 

you in the back. Hit the switch. Go through about 7 or 8 

enemies and then run up the stairs to get the nedicat Kit on 

the opposite side. 


of your enemies in the head p p - -v 

with the sniper rifle. You’ll v | 

have to line up your enemies' ^ | 

location with the crosshairs 

while constantly ducking to avoid 

fire. So, when you get up from 

ducking, you should be luied to fire at your enemy as soon 


as he shows himself. Don't worry about them charging at 
you too much; they should keep their distance. If th^.^ 
charge however, just switch to the machine gun and let’difl 
hav^ it Also, if you’re having trouble hitting an enemy 
behind a seat, or you need a quick kill, don’t be afraid to 
use your Panzerfeust. 


As soon » you open the > 

gates to the final area, !| | r | 

turn around immediately : u 

to kill the two enemies \ ^ 

behind you! A ton of ^ 

enemies wili come at you 

from' -the froiit.':'"'Stand 

around''the:^-;Coriie^;;and ; 

throw liolptov; cocktails *—■— 

at them. Wfieh you run out, use your machine gun. W^atch 

out for the window on the right; there's an enemy inside. 

Go Inside and kill the enemy. Finally, flip the switclu 


Difficult Objectives 

t , ’ , 

Flipping the Switches 


Combat Tactics 


The Beginning 


Remain at the beginning. Kill 
ail the enemies that come at 
you with nplotov cocktails. 
When there’s a break, run up 
the stairs to the left. Now make 
your way to the train; use as 
little ammo as bossible. 


Vdinb«T of Bit* J 

. V i!n*^troy*ds 

Xo X ** * .1 i I' 1 1 L*1J J V - 

Oitz^ELwr y Ew-il t r-’-j 11-. :iT 


jxl t 'iu. Y 


kigbt JlrixtlP 
niuht 


THE END OF THE LINE 


Once you obtain every medal for every mission, 
you'll open up a hidden mission called, 
Panzerknacker Unleashed! Enjoy! 


The top secret 
mission isn't too 
hard, but it is quite 
wacky. Go to the 
Mission Log to chose 
this final level. 


Make sure that you 
go to the table and 
assemble a 
Panzerknacker to 
aid you through 
the level. 


Although the robot 
is extremely useful, 
don't let it do all of 
the work. Help 
it out somewhat; 
otherwise, it will be 
killed very quickly. 


Here is the complete list of medals. Obtain every 
medal and you will a get an added bonus. 


At the end of 
every level you 
will receive an 
evaluation. If your 
performance was 
good enough you 
should receive 
a medal. 


At the end of each level, the game will rank \ 
you on a three star system. If you get three stars 
on every level in each mission, you'll be awarded 
with special Medals. The number of stars that you 
obtain is based upon your performance. So, you 
may need to play through the levels a couple of 
times to obtain three stars. 
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Deathmatch 
Mode Tips 




OBLiViON 

This isn't a big levelJust keep moving and 
try to always have a rocket launcher. 



STALWART 

This area is fairly open, so perfect your 
dodging attacks. Jumping, strafing, and 
backing up should all be mastered on this 
level. Use the many crates throughout the 
level for cover and sneak attacks. 



TURBINE 

This area is full of crevices and great 
hiding places. To rack up the kills, con¬ 
stantly move and use these crevices for 
cover Look out for enemies using these 
crevices too, though. There's a secret area 
that contains super armor on the ledge 
which has three brown metal doors. Blast 
the middle one and just walk on in. 



CODEX 

Watch out for Arkoth on this level. If you 
spot him, don't be afraid to confront him 
and try to take him out. Many of the 
stronger weapons seem to be on the 
upper levels; on the very top level, you 
can find the rocket launcher. 



PRESSURE 

There are some cool weapons on the top 
metal walkways. Off these walkways, 
there's a green room containing health. 
The ground is dangerous. Since there are 
many places to hide, you should cover 
your back. Finally, the Pressure Chamber 
on the lower level contains cool weapons. 
However, if you're in there too long, the 
doors will close and you'll be crushed. 



DECK 16 

To the right of the starting point, there is 
a room with a green tent. To the left of 
this room is a hallway; in the middle is a 
blue room. It contains a rocket launcher. 
Stay in the halls, since there are only two 
directions that enemies can come. If you 
get desperate, go to the bottom floor and 
take a transporter at the end of the room. 
You'll find a Redeemer. 

Picture next cofumn 



TEMPEST 


The best places for combat are on the 
bottom since many enemies stay near the 
armor. Grab the armor, pass through the 
closest doorway, and go down this small 
hallway and turn left (if you go straight, 
there's a Rocket Launcher). You can find a 
bunch of goodies are on the right 



CURSE 

From the very bottom, make your way up. 
Go through the first doorway, and after 
the first flight of stairs, stop before you 
turn the next corner. Shoot this corner; 
the wall will open up. Walk in and get your 
weapons powered up. On the top level is 
a Shock Rifle, and on the middle level (on 
wooden planks) lies the Rocket Launcher. 
Also, the only way to get to the top is from 
the very bottom level, where there's a lift. 



A After you're done inside, be careful 
when the door opens — sometimes 
enemies will be waiting inside there. 


LAINDRI 

The bottom, in the side area where the 
armor and a Flank Cannon lie, is the best 
place to fight Stand near the doorway 
with the medical kits closest to it When 
enemies enter, blast them; enemies will 
also come in through the other door 
behind you. On the third floor you can find 
I a Redeemer 
Picture next column ^ 



KDDS CALLEDN 

The top of the deck is tough to fight on, so 
try fighting below deck; one level below 
seems to be the best spot. The area is flat 
and there are some objects that you can 
use for cover. Check some of the rooms, 
as they contain good items and weapons. 



ADDNY 

Find the armor on the bottom floor — it's 
under a long wooden ramp that goes up 
to the second level (shown below). Hang 
out here and kill enemies as they pass 
through. Be sure to watch your back. If 
' you're desperate for a quick kill, go to the 
top level, where the sniper lies. Next to It 
is a wooden ledge, where a Redeemer is. 



ICE STATIDN ZETD 

Enemies seem to congregate in the 
area shown in the picture. You should 
hang out here to score kills. Also, if you 
go through the automatic doors from 
this area, you’ll find a rocket launcher. 
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Animated 
Blood and Gore 

Animated Violence 


GAMEBCff 






AdHyiSoH 










Gothic 3-D locations , 

' ■ ■^ ••*.,•.. . .,v,> *•< 

Backdrops for battle include 
Chinatown, sewers and the 
Gothic City Museum. 


Live the film 

Defeat vampires, zombies, cop 
collaborators, and more of 
the movie's netherworld. 


Ammo, baby I 
Eliminate evil using guns, 
knives, grenades, fists, feet, 
and of course, sw^ords. 


PRODUCTS RANGE FROM 

TEEN TO MATURE 


HAL 

CORPORATION 


PlayStation 


www.marvel.coni 


www.activision.com 


Screen shots taken from PlayStation^ game console garaeplay. marvel and BLADE: TM & £ 2000 Marvel CharactersJnc.AII rights reserved. Published and distributed by Acrivision. Activision is a registered trademark ot Activision, Inc. ©2DOO Activision, Int. Blade’^" for PJayStation 
developed by Hammerhead. Hammerhead is a trademark of Hammerhead Lid. Licensed by Sony Computer Entertainment America for use with the PlayStatian game console. PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment Inc. Blade^**' tor Game Boy Color developed by 
HAL Corporation. HAL Corporation is a trademark of HAL Corporation. Licensed by Nintendo. Game Boy, Game Boy Colcr and the Official Seal are trademarks of Nintendo of America Inc. © 1S89.199S Nintendo of America inc. The ratings icon is a iradernark of the Interactive Digital Software Association. Ail 
rights reserved. All other trademarks and trade names ate properties of their respective owners. 
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hear the voices of Chicken Run characters 
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encounter tons of mini games as 
a hilarious way to hone your est 
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STRATEGY 



< If you have a save from Smugglers Run, you 
can get the Baja Buggy and use it in flidnight 
Club in Arcade Mode. Just load the save from 
Smuggler's Run in llidnight C/uJb/ 


Races 


Vehicles 


H to H - Head to Head Races H/A — Indicates that there is no new car or 

WP - Waypoint Races track unlocked after winning the level. 


NEW YORK CITY 


Race type 

Opponent 

New Race 

New Vehicle 

H to H 0. 

. Emilio. 

. H to H 1. 

... Crusero Bueno 

HtoHl. 

. Emilio. 

. H to H 2. 

... Crusero Magnifico 

H to H 2. 

. Emilio. 

.N/A. 

... Crusero Excellente 

H to H 3. 

. Keiko. 

.HtoH4. 

.,. Piranha PDQ 

H to H 4. 

. Keiko. 

. H to H 5. 

... Piranha PDQ R 

H to H 5. 

. Keiko. 

■ N/A. 

... Piranha PDQ Ari 

H to H 6. 

. Larry.. 

.HtoH7. 

.. .Jones J400 

H to H 7. 

. Larry. 

,HtoH8... 

... Jones j420 

HtoH8. 

. Larry. 

.HtoH9. 

... Jones J 450 

H1oH9. 

. Bonus. 

. Cop. 

... NYC Cop Car 

WPO. 

. Emilio. 

. WP 1, H to H 0, WP 3, WP 6.N/A 

WP 1. 

. Emilio. 

. WP 2. 

...N/A 

WP2. 

. Emilio. 

. London WP 10 Bonus... 

... N/A 

WPS. 

. Keiko... 

. WP 4, H to H 3. 

...N/A 

WP4. 

. Keiko. 

. WP 5. 

...N/A 

WPS. 

. Keiko. 

. London WP 11 Bonus... 

...N/A 

WP 6. 

. Larry. 

. WP 7, H to H 6. 

...N/A 

WP 7. 

. Larry. 

.WPS. 

...N/A 

WPS. 

. Larry. 

. London WP 12 Bonus... 

...N/A 

WP9. 

. City Champ... 

.London. 

...N/A 

WP 10 Bonus . 

. Kareem. 

.N/A. 

... Bus 

WP n Bonus.. 

. Lucas. 

.N/A. 

... Ice Cream Truck 

WP 12 Bonus , 

. Emily. 

. N/A . 

... Parking Cop 

WP 13 Bonus . 

. Darren. 

. London WP 13 Bonus ... 

... Amata Fiorenza 

WP 14 Bonus . 

. World Champ. 

.N/A. 

... Zender Alpha 



Race Type 

Opponent 

New Race 

New Vehicle 

H to H 0. 

... Kareem_ 

.. H to H1 .. 

. PT Phoenix 

H to H 1. 

... Kareem .... 

.. H to H 2... 

. PT Phoenix DDX 

HtoH 2. 

... Kareem_ 

.. N/A.. 

. PT Phoenix ICX 

H to H 3. 

... Lucas. 

.. H to H 4. 

. Al lister Grunlon 

H to H 4. 

... Lucas. 

..HtoH 5. 

. Allister Grunion II 

H to H 5. 

... Lucas. 

.. N/A. 

. Allister Grunion III 

H to H 6. 

... Emily. 

..HtoH 7. 

. Rauchen Blitz 300 

HtoH 7. 

... Emily. 

.. H to H 8. 

. Rauchen Blitz 300i 

HtoH 8. 

... Emily. 

..HtoH9. 

. Rauchen Blitz 

HtoH 9. 

... Cop. 

.. N/A. 

. London Cop Car 

WPO. 

... Kareem_ 

.. WP 1, H to H 0. 

.N/A 

WP1. 

... Kareem_ 

.. WP 2. 

.N/A 

WP 2. 

... Kareem_ 

.. NYC WP 10 Bonus... 

.N/A 

WP 3. 

... Lucas. 

.. WP 4, H to H 3. 

.N/A 

WP 4. 

... Lucas. 

..WPS. 

.N/A 

WPS. 

... Lucas. 

.. NYC WP 11 Bonus... 

.N/A 

WP 6 . 

... Emily. 

.. WP 7, H to H 6. 

.N/A 

WP 7 . 

... Emily. 

..WPS. 

.N/A 

WPS. 

... Emily. 

.. NYC WP 12 Bonus... 

.N/A 

WP 9 Bonus.. 

... Darren. 

.. NYC WP13 Bonus... 

.N/A 

WP 10 Bonus.. 

... Emilio. 

.. N/A. 

. Double Decker Bus 

WP 11 Bonus.. 

... Keiko. 

.. N/A. 

. London Taxi 

WP 12 Bonus.. 

... Larry. 

.. N/A. 

. London Mail Truck 

WP 13 Bonus.. 

... Darren. 

.. N/A. 

. Amata Cresendo 

WP 14 Bonus.. 

...NYC . 

.. WP 14 Bonus.. 

. Zender Beta 





The PIRANHA PDQ 
ARI is probably one of 
the best all around 
cars available. 



Although this is 
a lot like the previous car, 
the PT PHOENIX DDX is a 
little bit more inferior. 





The CRUSERO HAGNlFiCO is 
great for turning, but you'll 
« have to be careful not to 
' bang it up too much. 
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Animated Blood and Gore 
Animated Violence 


BE AFRAID OF 

WHAT’S IN IT. 


Alien Resurrection is the most technically 
iperb game available on the PlayStation" 

PSExtreme 


'Compelling gameplay and genuine tension set 
Alien Resurrection above all other FPS games." 

Gamers Republic 
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A This is 2| d(fficuft jump. Line ypursejf up 
quickly and prewind as much as- pbssfble. 


.'i / fut/y/j 
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-- 




A This shortcut is tough to hit, because 
you'll have to jump over the signs 
really save time. ^ 




A Getting up on the edge is tough, since 
it is very narrow in the beginning. Just go 
slow and be as precise as possible. 








SELEO' 


STRATEGY 


Our favorite 
shortcuts and 
hidden paths 


next few jumps aren't difficult. The 
key to making each is prewinding. 


Danger Gate 

This is tough. For the first two jumps, 
don't jump; just use your turbo off 
every jump. Then, on the second 


jump, barely hit the jump button. On 
the next platform, quickly line 
yourself up with the ramp, and then 
prewind as long as possible. The 


Rail Mania 

Immediately after a bunch of rails, 
there should be an SSX sign off to 
the left. Go through it. Everyone of 
these jumps is difficult. However, you 
must have a lot of boost, and 
remember to prewind for every 
jump. Also, go through the next SSX 
sign. Soon you'll see a tree that you 
can grind. 


ELYSIUM ALPS 


Danger Gate #1 Miss 

If you miss it, it will take a while to 
get through the track. In addition to 
hitting all of the SSX signs, jump 
over any edge that you see; many of 
these places, although unmarked, 
will save a few seconds. 




i'/ 


' ^ ^ ■ 


SkfeDhre 

. - :: -■ . . . S 

From the beginning, if you turn 
immediately to the right, you can 
basically take this side route all the 
way to the end of the level. However, 
while at certain parts it may save 
time, overall it Is a bad route. 


■■ y; ;V '■ 






it r J'rf 


A When you're close to the stands, 
sometimes you'll get hit by the bottom 
corners, so watch your head. 


You should try to hit the center rail 
with the dinosaur, it will boost your 
speed and save a few seconds. 
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A Towards the end, make sure you're 
prewinding to finish off with a cool trick. 




} IVI 


4tlf SSX shortcut 

Make sure you absolutely hit this SSX 
sign; it is probably the best shortcut 
on this level. Dodge the trees, and at 
the end, grind the rail. 


Last SSX Sign 

Althou^ this is a less flashy route to 

take, it will save a little more time 

. , 

going this viiiy. 




A This is also a tough jump to make. To 
get through the sign, you'll have to 
prewind a lot, as well as hold your turbo. 
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SSX sign miss 

After the SSX sign, there's a large 
wall of snow. Use your turbo boost 
to get up the wall. Go off the edge to 
the right. There is a long narrow 
patch of ice. This is faster than 
following the regular track. 



Big Fall 

Following the normal part of the 
track, after you get past two fallen 
trees on the ice track, go to the right 
over the big hill. This will lead to 
some other trees, which you cannot 
get beyond. Follow their edge to the 
left and you'll fall down a huge hill. 
This trick should save you time. 



Glass at the end 

The down hill slope with a lot of 
glass is easy to get by. Just hug the 
edge at the very top, and turbo 
boost all the way down. Also, watch 
the hanging snow equipment on 
the sides. 



































































o o 
o o 
o o 
o 
o 














msms-i 


#1 Js 




■ ■ - 






WM 


TfA;"^. 


1-*^’ 










■3■■7^ 






"I 




j I '-.' ■ '•.-■.VJ' 

-li ‘/J^:'-^- 

'- I". 'AfJ, 


rVi;-y 'tVvJfJ'''’ 


> iT' ^ rf.'i i ^ ^ i 

4I^^^4'''’'^T.^^'■: 

^ V'*.; :;v:V ^ .<■ •:j-rT'i x-. •» 


This grind Js a hit hard. Even if^ you; 
line yourself^ up perfectly, you'll be 
forced fto the right and left, which 
requires you to realign yourself with 

;- ; ; : ._r- ' '.-Wi"'- ^ . - . 

the middle. ’ 


on the boat, try to get on top of the 


V 




blimp. To get inside, grind the rail 
through the SSX glass sign. 


Garage' 

After you pass a Red jump, directly to 
the right is a small entrance to a large 
car garage. Go through it Jump to the 
next building. Keep going through to 
the othV building. From this narrow 
rooftopr hit turbo and jump t) the 
next building. You'll bust through the 
glass. When you emerge, grind 
through the donut When you get to 


Once inside this building, slow down, 
and turn your board 45 degrees to 
the left; jump through the window. 
Grind the second donut Follow the 
next grind all the way to the river. 


TOKYO MKAPLEX 


Vertical fan lift ► 

While you're floating in midair, you 
have a great opportunity to score 
points and build up your turbo 
meter. Just keep doing grabs until 
you land. 


it; this turns off the fan. Line yourself 
up to be in center of the fan. Fall in 
the fan. 


Big Fans 

Through a vertical tunnel that 
shoots you up, and after the rows 
of fences, the next area will contain 
a ramp in the center with a fan just 
after it. Before you hit the ramp, 
the button in front of 


Subway 

Instead of trying to jump all the gaps, 
just fall down. At the end is a large 
white rock. If you go around to the 
front of the rock, you'll see the 
entrance to the subway. 


Vertical bumpers 

Before the pinball area, there are 
long bumpers moving left and right 


run over 


jt Ri^rig the ^ge fe diMmIt if you 
doiYt hdye speed. Ik* he safe> be sure to 
have sotde turbo. . 


lipiS^ckiust to tlie.ieft is the 
IjWrance, so be sure not to mha. it. ^ 


sure to jump dyer the er 
buiidmgs. If you dpii't, | 
and possibly fall off the 




Prewmd ai 
you’il hit 


A The bba^ can be tricky. To get tft 
itJfukldy, feie yourself up with the 
colitt^^ b^ before you jump. 


A This p^ Isn't too difficult. Just tine 
ypurself up carefully yi the middle, si 
jim^ at the end. 


A If you up bef(^ tiie first 
donut, hit select and you'll start i 




irl iifwtfl 
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Just before these bumpers, there is a 
purple hill. Prewind to jump this hid 
and try to land on the long thin tracks 
to bypass these things entirely. 


The Big Hole 




Getting on top 

If you miss these ramps, go to the 
center and hit this center switch. It will 
allow you to raise another ramp to get 
to the top. 


glass tube and jump over the rarhp 
moving up and down, there is a hole in 
the ice. Go through this and save time. 


Penguin Path 

After the window tube, ^ IIISl K 
There’s ’Jacked-up” signs the righ% 


slow you dow but it's fun 


Skipping the Pinball 

Make sure you hit these to save time. 
Hit the circular switch in front to raise 


Iteilrc^ Shortcut 

There are two parts to this area. After 
you go through a small canyon, don’t 
jump. In the middle behind a rock is 
some wood. Go through it and follow 
the railroad tracks. If you fall to the 
bottom, don’t worry; you'll end up in 
the same place. You should try to stay 
on the top. If you do, you’ll be shot out 
faster and from a greater height 


Tiki god 

Line yourself up with the Tiki god's 


the third to last one, tap the jump 

ffij: natr* 

button, and then begin pfewinding with 
your finger on the turbo button. If you 
jump too far ori 'the last platform, 


jijc-i*'. 


Daugor Gate #1 


mej^gihhing d the top left 

~ - . V--. ■ . 

of trBckr.there's a large wooden 
gate that ha| "Dahger^wrltten^dh it. 




•Yvi'ii'. 




tml; ah(®e^sure 
..a - png time to 
























|rou|self up with the tal( mountain 
ctfdfctly ip front of you: Jump^n the 
|||i^pdrt0|ftie rampjf done cdrrectl\^ 
you should land on top. Grind the fail 

connecting the mpuntaini #^^ 


High SSX sign ■ ^ 

if you miss this sign, io immediately 
left after you get over the hump, ybu?|! 

• i ' 

be fine. Just go left and down the tiili/^ 
and you'll make the shortcut tS i 






imC^itS’rr^r 






Ttisiy^pillifi 






hi 


left sidbf flWill ii^ydu dhii 








to the very right is another "Danger" 
fence. You can go off to the left and 
get shot out from the top and score 
some points. However, try to take the 
right route. Stay on the far right rail 
and just blast turbo right before the 
gap; do not jump, yog'll automatically 
be taken over to the next rail. 


IIWf^ltGflnd 


Get dn ftiil; long raitgrind. Once you 
start going dpwn bn the rail, be ready 


jump :Off lo the left and fine 


▲ This secret spot is made haid to see by 
the large signs. If you jump over them, you 
can ciearly see the hole. ' 


A If you overshoot this $SX sign, since r 
you're moving pretty fast, just use tt^p to 
climb back Up the hilt ' 


A Just behind the rock, you can see the 
wood peeking out Just before this area, 
you'll be tempted to jump the ramps, but 
don't dp it because you'll miss this secret. 


A This jump is hard. Ybu may hwe to 
viifait until your character's stau have 
be^n maxed out to complete this task 




A If you're successful in getting 
through this secret area, you'll be v^y 
ahead of the competition. ^ f 


A bet to the little hill and make a U-turn 
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Animated Violence 
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Animated Blood 
Animated Violence 
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PRODUCTS RANGE FROM 
EVEBYDHEtoTEEN 
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STRATEGY 



GMDIUSIII&IV 

SECRET nODES IN GRAOlUS HI 

1. Reach stage 9 and EXTRA MODE 
appears. You can then play CUBE 
ATTACK. 

2. Get hit by the bullet of the boss of 
stage 10 and stages from the first 
GRADIUS or SALAMANDER appears. 
Play these stages once and select them 
in EXTRA MODE. 

3. Complete the entire game once and 
EXTRA EDIT appears within EXTRA 
MODE (this also appears after 10 hours 
of gameplay). 

4. Complete the game in EXTRA EDIT 
(or play the game for 20 hours), and 
you can choose more weapons. 

SECRET NODES m GRADIUS IV 

1. Complete the game once (or play for 
10 hours) and BOSS RUSH MODE 
appears. 

2 . Complete the game without continu¬ 
ing (or play for 20 hours) and STAGE 
SELECT appears. 

3. Input “SHU" "AKI" or "DEA" when 
registering your score after GAME OVER. 
If done correctly, you can hear strange 
sound effects. 

SECRET NODES IN GRADIUS III & iV 

The number of times you can use these 
codes depends on the difficulty level. 


1. Full Power with "laser" - PAUSE the 

game and input + ♦ 4- 4* 4* 

■» XO 

2. Full Power with "Double” weapon ^ 
t444-44-4nA 

3. Collision Area - Complete the game 
once in HI-SCORE TRY and HIT DISP 
appears the next time you play when 
you Pause. 

SIJPUBD 

SECRET CODE 

Enter "XACALITE” as your code name to 
begin Stage with all nine weapons 
available. 

TOPGEAR 

UNLOCK AIL CARS 

At the stage select input: L2 R2 L2 R2 

UNLINITED TINE AM> CONTINUES 

In the middle of the game Input: ♦ 4 

t44'44>444’44 

WIN STAGE 

In the middle of the game input: ♦ ♦ 

DYNASTY WARRIORS 2 

SECRET CODES 

If you enter the following correctly on the 


title screen, you’ll hear the sound of 
charging warriors. 

1. Unlock all Wei Kingdom warriors: □ 

; □ □ □ R2 R2 R1 R1 

' Unlock Huang Zhong, Ma Chao, Jiang 
Wei by completing Musou mode with 
any member of the Shu Kingdom. 

Unlock Lu Bu in Musou or Free Mode 
by obtaining 1,000 kills on the second 
stage (Battle at Hu Lau Guan). 

“Unlock Taishi Ci, Lu Meng, and Gan 
Ning by completing Musou mode with 
any member of the Wu Kingdom. 

"Unlock Xiahou Yuan and Zhang Liao by 
completing Musou mode with any 
member of the Wei Kingdom. 

2 . Sound Test option (OPTION - SOUND 
- BGM test): LI LI LI R1 R1 R1 L2 R2 

3. Opening Edit Mode(OPTION - 
Opening Edit): R2 R2 R2 L2 L2 L2 
R1 LI 

"The Edit code allows you to see short 
! movies of any character in action in 
I high-res. 

RIDGiRACERV 

IHAGE EFFECTS 

Press the LI and R1 buttons to see three 
different graphical effects in the part of 
the intro sequence that uses in-game 
graphics. Press R1 once for black and 
white; press R1 again for a yellow tint; 
press the R1 button a third time, and a 
blur effect will appear, eliminating 
jaggies. Press LI and backtrack through 
the various effects. 


TONY HAWK PRO SKATER 2 

UNLOCK '805 TONY 

Completely beat the game by clearing 
every goal and collecting all the money 
on every level and competition with Tony 
Hawk and you'll unlock McSqueeb ('80s 
Tony). 

UNLOCK SPIDERNAN 

Completely beat the game by clearing 
every goal and collecting all the money 
on every level and competition with a 
skater you created to unlock the amazing 
Spiderman. 

UNLOCK PRIVATE CARRERA 

This one is tough. To unlock the sexy 
Private Carrera you have to find and 
accomplish every single gap in every level 
(except for the hidden levels). 

UNLOCK THE HIDDEN VIDEOS 

jEarn three gold Medals with the following 
characters to unlock their respective 
videos. 

Video Character 

Neversoft Bail Video Officer Dick 

Spiderman Skate Video Spiderman 

Neversoft Makes Video Private Carrera 

'80s Tony Skate Video McSqueeb ('80s 
Tony). (Note: To view the movie you have 
to start a session and then end run.) 

HIDDEN LEm: CHOPPER DROP 

To play the hidden level, Chopper Drop in 
Hawaii earn three gold medals with every 
character. 

HIDDEN LEVEL: SKATE HEAVEN 

To play the coolest level in the game, a 
i skate park in heaven, you have to get 
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STRATEGY 


O 

O O 

Vo 


169 

SELECT 


100% on every level in the game with 
every character in the game inciuding 
Officer Dick, a Custom Skater and 
Spider-Man. 

OPEH THE GYI1 IN SCHOOL il 

Believe it or not, you can open the 

UNLOCKING CHEATS THE HARD WAY 

Once you clear every goai and coiiect all the money on every fevei and compe¬ 
tition with a character you wiil open a new cheat. The foliowing is the order in 
which they are unlocked. 

Time Beaten _ Cheat Unlocked Cheat Description _ 

First time.. • ■ • Officer Dick.First hidden character 

Second time.Skip to Restart.Pause and select a re-spawn point 

Third time...Kid Mode.Little skaters 

Fourth time.Perfect Balance_Never fall during a grind 

Fifth time.Always Special.infinite Special power 

Sixth time.STUD Cheat.Maxed out stats 

Seventh time.Weight Cheat.Increase skater's weight 

Eighth time.Wireframe.Wireframe mode 

Ninth time.Slow-Nic.Tricks are in slow motion 

Tenth time.Big Head Cheat.... Big heads 

Eleventh time.Sim Mode.Realistic physics, harder to play 

Twelfth time.Smooth Cheat.No textures 

Thirteenth time.Moon Physics.Low gravity 

Fourteenth time.Disco Mode.Disco lights 

Fifteenth time.Level Flip.Mirror image of levels 

gaheplay cheats 

The following are entered while the game is paused and while holding the LI 
button on the controller. 


Effect _ Cheat ___ 

Fat Ass Skaters .XXXX*-XXXX<-XXXX4* 

(enter multiple times to increase skater's size) 

Thin Skaters. XXXXDXXXXnxXXXD 

(enter multiple times to decrease skater's size) 

Toggle Blood.♦□A (turns blood effect on and off) 

Ail Stats 10.. X A O □ A ♦ * 

Infinite Special. XAOO + ^AD 

25% Faster Gameplay. ♦□A'^ ♦O^DA-^ + 0 


doors to the gym in the School II level, 
it's tricky though. As soon as the level 
starts go straight to the Opensezmee 
Rail which is found above the long bike- 
rack banks area. When you hear the 
second bell ring that happens with 
exactly 1:40 left on the clock immedi¬ 


ately grind the length of the rail. The 
doors to the gym will then open. 

UNUKK NEVERSOFT SKATERS 

At the Main Menu press and hold LI and 
then press ♦ I □ A O A. Now go 
to the Create A Skater option and enter 
a name of a person that works at 
Neversoft like Joel Jewett (president of 
Neversoft), Connor Jewett (Joel's son) 
and Mick West. You can find names of 
Neversoft employees in the back of the 
instruction manual. 


liCAAfiU^ 

COLLEGIATE CHEATS 

To enter any of the following cheats first got to the Easter Egg screen found by 
selecting Customize from the Main Menu. From there highlight and select Easter 
Eggs. Once on the Easter Egg screen enter any of the following, be sure to pay 
attention to the case of the letters as the codes are case-sensitive. As cheats are 
entered they'll be listed on the Easter Egg screen but there's only room for seven 
i of them so choose the codes you wish to enter carefully. 

i Time Beaten__ 

? Big Team Vs. Small Team ... 

Build Super Watk-on Players. 

Excellent Stats... 

Great running Stats. 

All Player Attributes Set To 99. 

Get All Blue Chips. 

Better Passing... 

Strong Stiff Arm. 

Stronger Defense. 

View credits. 

Km 10 RUIflU M 

UIROCK FREAK E. DEKE AND I11CHAEL JACKSON 

To unlock these two guys, go to the two-player select screen and put in the 
following code: R1 (x13), R2, R1 (xIO), R2. Be warned, though: if you use this 
code, you'll never be able to unlock Rumbleman on that save. 


Cheat Unlocked 
BIGandsmall 
FRANKENSTEIN 
Vers 

REAL ESTATE 

BEAT DOWN 

motivate 

GO DEEP 

HAMMER 

PHYSICAL 

HOLLYWOOD 


UNLOCK IT ALL, ALMOST 

This right here is the ultimate cheat for 
the game. This single code unlocks 
everything in the game except for 
Private Carrera. That means Chopper 
Drop and Skate Heaven can now be 
played right from the start of the game. 
To enter the code pause the game 
during gameplay and press and hold LI 
while you press XXXDA^ *• ^ ^ 
□ A X A O X A O. The screen will 
shake when entered correctly and to see 
the code's effect end the run. 



DG0715180080 ., 

80073BA203E7; '' ■ j, ’ '' ' ' 

D00715180080 DINO CRISIS 2 

80073BA603E7 Unlock Charactdrs|® 

D00715180080 Unlock Extra Dino ftble 

8 G 073 BAC 0 Q(^^ife^Ck Extra 0inp Mode 

9.9lHit Combb 
Max-'Scofi 


.-■i: •- •■■f ■■ 


D0b71&j,apci8® 


I?'/ .. 




DOO71518OO80' 

80073BA403E7 

D00715180080;: 

800728300064 

D00715180008 

3007280900FF 

D0071B180002 

3O0728PBOOFF 

D00715180088 

3007280900FF 

D00715180082 

3007280B00FF 

D31153F80001 

80n53F87FFF 

801153Fe0001 


ilii.iiri.it 


;300b6825Q003 

500006010000 

300b69290003 

5OOOOBO10OOQ. 

300B6A2D0003 

soDooeoioboo 

30pb6b310003 

SQOGOeOlOOOO 

300b6c350003 




'A’..' 




Al! HiddeiiCtf«tBrs! 

. - i‘ - . - - .V^-’■ 

gxtfaTime inf Proque^ 4!^: 






3pO8BFA90OaO 

j|^B6018003f 

3tf0b6ncOOOf 

3OQB6b440O0f 

80GB601000ff 

5(30006010000 


R1 ?! R2i|6Glnfi0fte Ammo 


Alliiovies Unlpckecl 




All Cheats Unlocked " 
Have All Gold Medals 


DUKE NUKEM: THE LAND OF THE BAB^ 

Have Flame Thrower .. ... — .. ? 8Q0ea( 


Max Exp & BP After Battle 
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Only In Japan? 

1. 1 was watching TV and I heard of a game called 
Bishi Bashi Special, and it was really cool. Does this 
game exist only in Japan? 

2. Is there any chance that Crazy Taxi and Code 
Veronica will come over to the PlayStation2? 

3. Will Fox Interactive release any Simpsons 
games besides Simpsons Wrestling? 

Rogelio Vazquez, rogervzz@telnonnet 

RANDY: 1. You’re right, Bishi Bashi Special is 
cool — but it's also very, very strange. 


2. We've been 
hearing rumors for 
months about Crazy 
Taxi and other Sega 
games coming to PS2, 
but Sega continues to 
deny them. Every 
once in a while, 
another supposed 
“confirmation" pops 
up, but there's no 
clear word either way. Rest assured that 
we'll be the first to deliver the goods when 
(and if) something official happens. 

3. We heard that Fox was planning at least 
one other Simpsons game, but they haven't 
announced anything solid yet. We're all big 
fans of the TV show, so we're just as eager as 
you are to find out what's up. 

Fast And Loose 

1.1 was just wondering what the different modes 
of the PS2 will do when playing PS games. All I 
know is that there is a "FAST” mode, and an 
"ENHANCED” mode. Logically, the enhanced 


PSM Letters 150 North Hill Drive 

c'o Imagine Media Brisbane, CA, 94005 USA 


psm®imaginemedia.com 


A From our family to yours, we deliver PSM from 
local distributors to ensure that each copy is the 
ultimate in freshness. Drink up... and enjoy! 


2. 1 also heard a rumor that the PS2 hand drive 
was going to be around 30GB. Is this really true? 
How much hard drive space will be needed to play 
online games and save all the info? 

3. 1 also heard a rumor stating that PS2 modchips 
were already being developed and will soon be on 
the market Got any info? 

Adrian Cuadra, cuad007@hotmail.com 

RANDY: 1. You're partially correct on that 
first question, Adrian. The PS2 has a “Disc 
Speed" option and a "Texture napping" 
option for running PS1 games, and both can 
be activated at the same time. The Disc 
Speed (fast loading) option can make some 
games load faster, but others won't even 
load with it on. The Texture Happing 
(smoothing) option works on most games, 
but you'll have to look hard to see its effects 
on most games. 

2. No one can say for sure how big the PS2 
hard drive will be, but we've been told it'll 
be at least 10 gigabytes. There are even 






The answer to your question is 
Just a letter or an c 


mail away 


Konami doesn't have 
any current plans to 
bring the game over, 
so we can only hope 
that the company 
changes its mind for 
the sake of those who 
love wacky multi¬ 
event games. 


mode will make the PSl games look better, but 
will they run as slow? And vice-versa, in the fast 
mode, will the graphics be the same as the PSl ? 



UP 


Send your linkup e-mails to psin@)imaginemedia.com, 
with "Link up" in the subject line. 


► Kendra Grubb, age 20 

phieagles@yahoo.com 
Favorite Genres: RPGs, Action, 
Adventure, Flight Sim 
Favorite Games: Final Fantasy 7, Final 
Fantasy 4, Resident Evil Series, Shinning 


Force Series 

Quote: “You Spoony Bard'-Tellah FF4 

► David, age 18 
DavidTres@juno.com 
Favorite Genres: Everything!!! 


Favorite Games: FFVI, VII, Vlll, IX, FF 
Tactics, MGS, RE Series, GT1&2 Tenchu 
152, The Legend Of Dragoon. 

Quote: "I will continue fighting for what 
is right and live the'hard life of a warrior^’ 

► Delo Castillo, 15 

BlackDeLo@aol.com 

Favorite Genres: Action, Sports, RPG 


Favorite Games: Resident Evil Series, 
Metal Gear Solid, Duke Nukem, NHL 
2001, Syphon Filter 
Quote: "I am the next David Hay ter! 
You can't stop me, especially since the 
only thing I got is my voice. 

► Psychopathic Kevin, age 18 

kevin_pelletier@hotmail.com 
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H^nJtSoriy been. ' 
planning i3^is launch 


► UNREAUS 
"IKHUHAH” 
blFFICUlTY LEVEL 

Chet broke two PS2 
contrDHers before 


doeshr^carryl^NN 


t^ipmiptypTED 

hEnORY CARDS 

it doesn't happen 
often, but when you 
lose data, it SUCKS. 


csatoiK. 


rumors that it will come in two sizes, one 
10GB and another in the 30-40GB range. 

3. Mod chips for the PS2 have been floating 
around Asia for a while, but most aren't com¬ 
patible with all games, and others have 
weird side effects, like disabling the system's 
PS1 support. Regardless, Sony will likely 
change the territory protection used on 
game discs more often than on PS1, 
resulting in more of those "This console 
has been modified...” messages than 
before. If you're a big import gamer, save 
yourself the hassle and buy a Japanese PS2. 

Online Fanlasies? 

1. 1 understand FFXI will be an all-online game. 
Does this mean that it will only be released on the 
PC, or will it utilize PS2's online capabilities? 

2. 1 checked out your screenshots of FFXI at dai- 
lyradarcom. What I found was a bit shocking. The 
screenshots were of scenery from FFVIfl. Does this 
mean that the game will take place in the FFVIII 
world, which would include towns and scenarios 
from the game? Will it have stuff from other FFs? 

Alex, kungfooman@hotmaiLcom 

TOKOYA: 1. There is a PC version of Final 
Fantasy XI planned, but the game will mainly 
be played with the PlayStation2. What's 
really cool is that owners of both versions 
will be able to play together online. 

2. We have very little info on this game right 
now. Those pictures that daiiyradar put up 
were just test images that Square put 
together for demonstration purposes. You 
can bet that, as with all FF games, xrs story 
and setting will be completely different. 


Fair Fighi 

I was looking at the lineup of games coming out 
for PS2, and 1 only saw two fighting games for this 
year [Tekken Tag, Street Fighter EX'S). When are 
companies gonna start making more fighters? 

Also, remember Fighter Maker for the PS? It 
wasn't that great, but It had a new concept, 
designing your own characters and using them to 
fight the computer. With the power of the PS2,1 
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► We constantly get letters from readers who are having 
problems using their light guns. Here's our answer... 


1 recently bought a light gun, but it doesn't work with my 
TV I have a Thompson TOOhz widescreen TV and have 
been told by several newsgroup members that the gun 
only works with TVs that are maximal 75hz. 

I am very disappointed about this. 1 cannot believe 
that I bought the light gun in vain and that there is no 


way to make it work with my TV After all, I imagined 
Sony as being the leading edge in this market. 

Is there any way at all to make the light gun work 
with my TV? Maybe somebody has 
developed some gadget to resolve this 
problem? I would imagine that this 
complaint is one that you will hear more 
often in future. Please help me, 1 really like 
the PlayStation and want to keep using it 
^ even with my new TV 

djuttemeier@hotmall.com 

\ STEVE: The problem that you're 
\ having tends to show up a lot. 
\ I don't think 

\ ^IIIb ^here is a way to get your gun 
\ to work with your new TV. You 

\ *®*&ht Just have to wait until 

the next generation of light 
guns are released, when 
hopefully, the problems will be fixed. 


think they could come up with a game like that, 
but with better gameplay. Don’t you agree? 

AudiAl, audiai@yahoo.com 

TOKOYA: You are forgetting about D0A2: 
Hardcore. It's the most original of the three, 
and you should definitely buy this if you're 
looking for more fighting games. 

Beyond that game though, the immediate 
future looks a little bleak for fighters. 
Capcom has announced that it may bring its 
Dreamcast titles to PS2 (rtom/ vs. Ccrpco/n 
2, Rival Schools 3). Hopefully we'll see a 
resurgence in the genre once people get up 
to speed on the new system. 

QuesKons, QuesHons 

1. Is there any news on a new Dragonball or 
Dragonball 1 game for PlayStation? All the ones 
that are out now are imports, and I don't know 
what peripherals I need in order to play them. Isn't 
there a peripheral that plugs into the back of the 
PS that lets you play imports? I thought I saw one 
in a review in your mag one time... 


2. Will my current light gun work with the PS2, or 
will a new one be released? I just got my light gun 
and bought Point Blank and Time Crisis. Oh yeah, 
by the way, when does the new Time Crisis game 
come out, anyway? 

3. Any news yet on a sequel to the game that 
filled your top spot in the top 25 games of '99, 
Ape Escape? When I told my friends I bought it, 
they laughed at me and said it was a little kid's 
game! Needless to say, I had to beat them 
senseless. 

Mickey Connor mlcOSBl @prodigy.net 

STEVE: How's it going, Mickey? I hope that 
you liked our redesign and all. Let's get on to 
those questions... 

1. I haven't heard of any upcoming 
Dragonball games, and to be honest, I'm 
glad. I think those games, especially GT, 
really sucked. As for your peripheral 
question, there are some special add-ons 
that plug into the PlayStation's parallel port. 
However, they are extremely hard to find 


Favorite Genres: RPG, Horror 
Wrestling 

Favorite Games: All Resident Evil 
games, Xenogears, Smackdown 
legend of Dragoon 
Quote: ‘Just wait until the depths of 
HELL Awakens me... 

►TreDeuce, age 24 


Favorite Genres: Anything that's not 
nailed down... and good! 

Favorite Games: Street Fighter Alpha 
3, Final Fantasy 7 and 8, Gran Turismo 
/ and 2, Resident Evil 2 and 3, ALL 
Mega Man games, and XenoGears. 
Quote: "If the path you've chosen does 
not lead you to self-destruction, then 
that is the right path" 


^Ryan "Tweeshie” Cho, age 15 

PiNoYi2aVei2@aol.com 
Favorite Genres: RPGs, Shooters, 
Action/Horror, Strateg 
Favorite Games: FFS, Time Crisis Zone, 
Tekken Tag Tournement, Bust A Groove, 
Anything with Anime 
Quote: “Quick, precise, and silent is 
the way of the ninja" 


►Vince Centofanti, age 17 

Schumacher95@yahoo.com 
Favorite Genres: RGR sports. Survival 
Horor, action and Adventure 
Favorite Games: Final Fantasy, NHL, 
NFL, MLS, Resident Evil 
Quote: “Mr Fong, Did you... Shampoo 
your hair?! ANSWER THE QUESTION 
MR. FONG!!!! 
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ODD^E 


tide about how Munch's RANDY: It's true that the developers at 
ent hell. It said the devel- Odd world was having some difficulties 
5 of the system and that it coming to grips with the way that the 
^S2 at all. The article werri^liaiy$t^oii2 does its thing at first (as whrela 

3 Sony didn't deliver the. of^-^tiiwelopers), but Soh^^^haiiisih^: 
I don't remember if fhey^|^%:|pi^id^|^hom with assistance in^deai^wl^ 
3r thev felt thi<; wav/ thprh-^- fesues such as anti-aliasing. Howeve^|i>ress 

It sdiunds like Munch's wont be coming to 
PS2 aft^ ail/and will be an X-Box exclusive. 

Sdii though, I think youll hear fewer ahcii 
fewer complaints from developers about the 
steep learning curve of the PS2, since most 
have either overcome any hurdles alrec^y or 
are receiving help from Sonyi 




Avid PlayStation Fanatic MoviefanOOl @aoi.com 


because Sony is doing its best to reduce the 
sale of such items. Your best bet is to check 
import web sites like ncsx.com. 

2. Since you mentioned Namco games, I 
assume that you have a Guncon. If so, the 
gun will still work with the PS2. However, 
you need to buy a special adapter in order to 
connect it, because the PS 2 doesn't have a 
video jack for you to plug the gun into. Time 
Crisis 2 is currently under development and 
should be released for the PS2 sometime 
next year. There's also another exclusive Time 
Crisis title being developed for the regular PS 
that should be out around February. 

3. All we know about Ape Escape 2 is that it's 
coming for the PS2 and should be out 
sometime in 2001. As soon as the first 
screens appear, you'll see 'em here first. 

Ce^ Wired! 

Last year, when you printed the November issue 
with the new PS2 on the cover, the article inside 
showed pictures of many games. One was called 
Den-Sen, I believe, and the object of the game 
was to ride on telephone wires. Is this game still 
being made for the PlayStation2? If so, will we 
ever see it come over here in the U.S.? It looked 
and sounded like a great game! 

Bob Prichard (No Address Given) 


STEVE: Now that you mention it, I can't 
remember what happened to that game. It 
hasn't been released in Japan yet, so it must 
still be in development. If so, we might not 
see it until next year. 

The Missing Link 

WHAT HAPPENED TO THE LINK CABLE?! I 

thought it was the greatest thing to hit the 
PlayStation (even though it didn't sell huge 
numbers). It gave a much better view of the game 
than playing split-screen. Plus, when playing 
games like Medai Of Honor and Armored Core, 
your opponent couldn't see you, so you could use 
the element of surprise. Even though most game 
companies didn't take advantage of the cable, I'm 
begging them to support it for PlayStation2. 

Miguel Hernandez, Brood angel2000@Aol.com 

STEVE: Link cables will never have the major 
support of developers because not enough 
people have them. That's too bad really, 
because there are a ton of games that would 
have been even better if they took 
advantage of the cable. In the PlayStation2's 
case, I think the same thing will happen. Not 
everyone is going to go out and buy ILink 
cables, so most developers aren't going to 
bother including support for it in their 
games. Hopefuily things will turn around, 
but again, looking at the support for such 
peripherals in the past, they probabiy won't. 







LINK-UP ► 

^Ron Williamson, age 15 

BigRon228@aol.com 
Favorite Genres: Simulations, action, 
racing, fighting, and RPGs 
Favorite Games: METAL GEAR SOLID, 
WWF smackdown, Final Fantasy 


VIlfGrandThsmo 2, Resident Ew/ (all) 
Quote: 'Tm the greatest I’m the 
greatest. Stealth like Ninja, Moves like 
Snake'' 

^Nhat Tran 

atmastar@hotmail.com 
Favorite Genres: RPGs! 

Favorite Games: FF5-FF8, FF Tactics, 


Lunar SSSC Legend of Dragoon, 
Xenogears (the best) and Perfect Dark 
(so what if is on the N64?) 

Quote: "Perfect Dark is the ONLY 
good game on N64I" 

► Derek Tyson, age 1 5 
Vegeta562@dbzmaiLcom 
Favorite Genres: RPGs, 


Action/adventure, Fighting 
Favorite Games: Chrono Trigger, 
Breath of Fire series, Final Fantasy 
series, Metal Gear Solid, and 
DragonBaiIGT: Final Bout. 

Quote: "I am neither Goku nor Vegeta, 
I am the instrument of your defeat!" - 
Gogeta 
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You've heard tfi0hype. PlayStation^ 2 makes other video game consc 

Jv£ i * 

seem prehistoric. But if you want the full PS2 experience, you need 

4 .% 

accessories. AMd that can really add up. 
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pay 2 much for PS2 accessories. Visit your nearest Joytech USA''' retailer 
or visit us online at wwwJoytBchusa.com. 
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HARDCORE 


Love Or Marriage? 




’ A-/"; / ■" '- ^ 


I've got one question. I've been married for six years and, even though my 
wife has always known that 1 love playing games, over the years I've had 
to spend less time v/ith my PlayStation because she insists on monopo¬ 
lizing all of my free time. I'm sure that some of you on the PSM staff are 
married. How do I convince my wife that gaming is a part of my life? 
When PS2 comes out a lot of my time will be spent with my shiny new 
toy, and she’ll probably kick me out HELP! ^' 


Cedric Canton, arzethan@)yahoo.com 


■ -i-‘V 

... 

.. 1 . . ... 


RANDY: Speaking as a married man myself, I think yourj^est^l 
is to simpiy talk to your wife and let her know that playing gam& 




IS just a hobby like anything else. It's no different fhah^heP 
wanting to listen to music or watch a moyie. , Ndw^ if yoii'W 
spending all of your waking hours locked nWdS^pWjp^ g^ 
can understand where she's coming from. It's all abdUtiaiat^n^ 
your relationship; everything it has to be put in check. 







CELEBRITY 

LETTER 

Just what are you 
guys thinkin' 
puttin' MY Tina on 
the cover of your 
October issue in 
barely no clothes?! 
I won't give my 
Tina to ANYBODY! 
If you guys do that 
again, I ain't 
gonna have no 
mercy, even for a 
woman! (I love 
your code section 
though, keep up 
the good work!) 

BASS, 

D0A2: Hardcore 

PS: Wrestling is 
the BADDEST! 


Who’s In Conhol? ‘ 

1. Will there be a way to copy data from the old 
PS Memory Cards to the new PS2 ones? 

2. Most DVD players have a Parental Control 
feature that can be set to restria certain movies 
from being played (depending on the ratings). Will 
the PS2 include a Parental Control feature? With 
all of the talk about restricting youngsters from 
playing and purchasing certain games, would it be 
possible for Sony to incorporate a Parental Control 
feature for games as well as DVD movies? 

Dave Cesna, Dcesna@datavantage.com 

CHRIS: 1. Sorry, but PS1 games can't be 
saved onto PS2 cards, and vice-versa. 

2. That would be a great idea, wouldn't it? 
Unfortunately, it looks like the folks at Sony 
weren't quite as clever as you. With all of the 
heat that games keep getting in Washington, 
that seems like a great solution. Ironically 
enough however, it’s been rumored that 
nicrosoft's X-Box will have that feature. 


Old And In The Know! 

I'm looking for an older game (from about 1995) 
that I never got the solution to and it's still bugging 
me. Problem is, I can't remember the name. It was 
a role-playing game set in the Old West and your 
character was a man with long black hair and you 
had to solve the mystery of the town. You started 
out walking through a windstorm while holding a 
compass and the first place you went to was a 
hotel. Does anything like that sound familiar? I 
thought the name was "Lode Runner" but appar¬ 
ently that's wrong — maybe it sounds something 
like that Any help would be appreciated! 

James C. Wicklund, cdwick626@juno.com 

BILL: I got your answer right here, pal! The 
game that you're looking for is called Silver 
Lode, and it was developed by that old 
company, Vic Tokai. Hope that helps! 

Banned In Brilain 

I live in the UK and I am considering ordering a 
U.S. PS2 over the net, but I am unsure about the 
compatibility with my PAL TV. If it is possible to use 
an NTSC US. PS2 on a PAL TV,! would be grateful 
if you could tell me how, and what, if any, devices 
or peripherals I might need. Any advice would be 
much appreciated. 

Gary Stagg, STAGG@lucydan.freeserve.co,uk 

STEVE: Unfortunately, you can't really use an 
NTSC PS2 on a PAL TV. The picture would be 
all distorted because of the different refresh 
rates, etc. There are converter boxes out 
there, though. Just find one that takes an 
NTSC signal and converts it into a PAL one 
and you'll be ready to go. If you have trouble 
finding one, web Import shops might be a 
good bet. Good luck! 

Speak Up! 

I was thinking about how a game can be hurt by 
bad voice acting. Take Silent Bomber, for example. 
It was a fun game that I have played through a few 
times, but whenever I hear one of them try to act 
serious, I want to puke. This got me thinking about 
which game has the best voice-acting, I finally 
decided on Medieval. The sheer amount of com¬ 
pletely different voices used in that game is what 


really makes it stand out Plus, they all talk like 
people would really talk to another I also think 
that Soul Reaver has excellent voice acting. This is 
because it stays serious which 1, personally, need 
in a game for it to be good. What game do you 
think has the best voice aaing? 

Jon Garling, jongariing@hotmail.com 

TOKOYA: You're right, Jon — voice acting is 
extremely important for any game. If it's 
really bad, it can severely detract from the 
story. However, if it's really good, the game 
becomes much more compelling. 

As for your favorite voice acting, you must 
have never played fletal Gear Solid, tiedievai 
and Soul Reaver had decent voice acting, but 
the voices in MGS were awesome. Not only 
do the voices in that game really fit the char¬ 
acters and their attitudes well, but they are 
extremely cool. Check out MGS if you want 
real Class-A voice acting. 

The Ears Have I! 

1.1 loved MTV Music Generator for the PlayStation. 

I can't remember spending more time on a game 
since Civilization 11. Do you know if they are devel¬ 
oping a music generator for the PlayStation2? I 
think the expanded memory would make it an 
even deeper title. 

2. I think the soundtrack is one of the most 
integral parts of a game, especially RPGs. My 
favorites include FF Tactics, Parasite Eve, and 
Wipeout XL What are your favorites, and do you 
think you guys would ever run a top 10 best 
PlayStation soundtracks in your mag? 

3. 1 know that Macross VF-X 2 will never make it 
out over here (and Robotech: Crystal Dreams was 
never finished), but have you heard about either a 
Robotech or Macross game coming to the PS2? 

Meesch, meesch@worldnet.att.net 

STEVE: 1. Indeed, it just so happens that 
there is a sequel to Music Generator in devel¬ 
opment for the PS2. You can expect to see it 
on store shelves early next year. 

2. Good idea — maybe we'll take you up on it. 


LINK-UP ► 


^Dustin Banbury, age 15 
Favorite Genres: Horror, Action, 
Fighting, Adventure 

Favorite Games: Resident EvUl 2,5 3, 
Meta! Gear Solid, Tekken 3, and Silent 


Hill 

Quote: "Evil unchecked grows, evil 
tolerated poisons the whole system"- 
Jawaharlal Nehru 

► Fabian C., age 17 
nnatrix805@juno.com 
Favorite Genres: All 
Favorite Games: FFVIIS FFVIII, 


Tenchu, MGS, Xenogears, Driver, WWF 
Smackdown, Medal of Honor; Resident 
Evil Series, Gran Turismo, Tomb Raider 
Series. 

Quote: “I got the power, channel the 
energy and with my strength I will 
devour!"-Papa Roach 

^Ryan Mast 


Jukus@hotmaiI.com 
Favorite Genres: rpgs, horror, action 
Favorite Games: Hnal Fantasy 7,8,ond 
Tactics, Silent Hill, Suikoden,MGS, RE2, 
Grand Theft Auto 2. 

Quote: "life sucks sometimes....so get 
off your butt and play some games!! 



^Todd Denham, age 16 
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Each month, we put the controller down for a mom^ to discuss 
a different topic i^l^ypur opinions to PSI1 PftipE;p^ 

Cih a^o write to us atlj^p^gftWSE, c/o 


ineniedia.coiit 






iD carding will have a negative effect on videogame sales. I 
think that the sales won't be as high if this ID carding goes 
around However, I understand that this will help prevent kids 
from doing the wrong things and i think that is irnportantalso. 


PAUSE FEEDBACK: NOVEMBER 


Laf;|f;;£hen, Chrpmium^worldnetatLnet 


Even if the law mal^ kiMfippreir parents to buy them 
Resident Evil, it’s not^ihgS; rlake a big difference. The kid 
will most likely be able to get M-rated games from an older 
brother, sister or friend. Also, families with multiple gamers will 
still probably use one PlayStation, so it's likely that the M- 
rated games will wit right next to the console where children 
could just pop them in. 




Perhaps there will be a slight drop in the number of M-rated 
games at first, but it will level out and perhaps even increase 
within a few years, Does the rating system harm the movie 
business? Sure, there will be a few kids out there who will not 
be able to buy X game without their parents knowing about 
it anymore: but for those few lost sales there will be an 
uj^wing in older consumers, who will no lor^er be "embar¬ 
rassed" to play videogames. 


If the games are good eiiQug; ® pie are going to find some 
way or someone to get them ® for those over age, like me, 
this is great! It's going to give game makers the confidence to 
produce more adult oriented titles, which I'd like to see. 


i know it's not going to stop younger 
kids from getting M-rated games. It 
will ttave to make them work a little 
harder maybe, but they will still get a 
hold of them. I think we should have 
ID Wrecking, though, because it will 
ggE the government off the back of 
ga®^s. Not totally, (byt partly. Also, If 
^happen now, it will happen 

sMSoTiater 


Jason Clark, XXAzonalixX@aol.com 


I don't think ID checking for games will affect the industry that 
greatly. I find that it’s usually the parents, and not the teen or 
child, making the buy aridf#|ist^parents that I see buying 
games for their cltldreMflilHip the difference between 

.... W- ■. ■: • • 

Pokemon and Resident Evii 


▲ Soon, buying a 
game bearing this 
icon will require 
evidence (such as 
ID) that you're 
over the age of 17. 
Is this a good or 
bad thing? 


OTililPodd, Paducah, KY 


Denis Foley anubls__slash@hotmail.com 


How will ID checking for n-rated 
games affect you and our industry 



Hey, only 99% of our time is spent 
playin games! We do other stuff, tool 





YEARS OP 
COUNSBUNO 
POWN THE QRAtN 


ire JU6T 

LIKE OU> 
TiMBBt 





BVERYTHiNG 


MY. 


S 


QBLUSfON! 

*URP!* 


WE 


UM 


CAN 


RECORP THA' 
ONE AOAIN? 


Favorite Genres: RPG's, Adventure, 
combat sims, platforms, and Mech 
games 

Favorite Games: Xenogears(!!!), All 
Final Fantisy's, Breath of Fire 3, Metal 
Gear Solid Crash Bandicoot 3, Aniored 
Core and A. C Project Phantasma 
Quote: “A wise man knows when he is 
beaten, even before the battle begins". 


► Pat James, age 16 

exodus_comic@yahoo.ca 

Favorite Genres: RPG, Horror action 

adventure 

Favorite Games: FF7 FF8, FF9, 
Resident Evil 1-3, Silent Hill, Legend of 
Dragoon, Fear Effect 
Quote: "you cant see California without 


Marlon Brando's eyes" - slipknot 

► Chris Saiyers, age 17 

jathea rt@we btv. net 

Favorite Genres: RPG, Simulations 

Favorite Games: FFVII, FFVIfl, Legend 

of Dragoon, Breath of Fire iV, Suikoden I 

BII, Sim Theme Park 

Quote: "All the world's a stage!" 


^ Krystal Faust, age 14 

rocky_buns@yahoo.com 
Favorite Genres: RPG's, Adventure, 
Action/Horror, Fighting. Resident Evils! 
Favorite Games: Tenchu, The Legend 
Of Dragoon, Meta! Gear Solid, FF7-8; 
Dragon Ball GT Final Bout, Soul Reaver! 
Quote: "And You Say Girls Can't Play 
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wHtre House... 


HOW DO IRIOrS LIKE 
WAT EVER OET ELECTED? 


DON'T BL/WIE Me, I 
VOTED FOR TVRANT! 


FROM NOW 
ON/ ME 
ONLY EAT 


GNAR... IT BE MY 


WE VIO IT/ CROW/ 


BUM*-. 
ME LIKE 
TO THANK 


cAwr 


HA-HA, 
BOOa ONB 
BAJZU YOU 
SVRB FOOL 
THBM/ 


ME KINP OF 
HUMBRY.,, 


3. Currently, Bandai has the rights to tiacross 
and is planning to release a PlayStation2 title 
in the near future. As soon as we know more, 
well be sure to pass it on. 

Sally Queslions 

I've been reading your magazine for years now, 
and have noticed that you guys use the terms 1st, 
2nd, and 3rd-party developers. What does that 
mean? Are there different classes of developers? 

Saltines, Saltinesl3@aol.com 

RANDY: Good question, urn, “Saltines" A 
first-party developer is the company that 
makes the game system itself, i.e. Sony. 
Second-party developers are outside of 
Sony, but their games are published under 
the Sony name. Lastly, third-party develop¬ 
ers are completely independent from Sony, 
and release their games either on their own 
(such as Namco and Capcom) or through 
another publisher. Hope that clears it up! 

Orange Wanis To Know 

1. What's this "shimmering" effect that you guys 
are talking about? Do you have a picture of it you 
could show us? 

2. If DVD is better than CD, couldn't Namco just 
move Tekken Tog to a DVD instead? 

3. Lastly, will the Metol Gear Solide 2 DVD come 


with extra things, like maybe the making of the Jamison 

game or something like that? TheJman71 @aol.com 


ORANGE, TepDatA 2 z@aoLcom 

RANDY; 1. Unfortunately, the effect can't be 
seen in screen-shots. It's caused by the com¬ 
bination of of aliased OagS^d) edges and 
screen-flicker, which makes textures seem to 
“shimmeif' Thankfully, it's absent from most 
newer PS2 games. 

2. Namco didn't need any more space for 
Tekken Tag than was provided by the CD-ROM 
format, so it decided against putting the 
game on DVD. It might have helped the load 
times a little being on DVD, but they're 
barely noticeable as is. 

3. There's no word on a “making of"fea- 
turette for Hetal Gear Solid 2 just yet, but 
given Hideo Kojima's love of movies and 
DVDs, we wouldn't put it past him. We've 
also mentioned a similar idea to the makers 
of Ninja Gaiden over at Tecmo, and they were 
definitely intrigued. 

Easy On The Ram 

I’m concerned about the PS2 only having 4 megs 
of video RAM. Do you this this as presenting a 
problem for 2nd and 3rd generation games on 
the system? Do you think sony would ever offer a 
video ram upgrade? 





Matt Dills, everythingplaystation2@yahoo.com 


CHRIS: I don't have exact specifics in front of me, but I'm 
sure that none of the PS2 DVD players will be multiregional. The 
first shipment of Japanese PS2 units could play discs from other 
regions through a glitch, but Sony has since corrected that 
mistake. PS2 has to adhere to a standard set of rules applied to 
all DVD players, and that means it has to be region spedfic. 


TOKOYA: Sony limited the video RAM simply 
because of cost. Although 
four megs seems to be 
enough for 2nd-genera- 
tion games such as I 1 GS 2 , 
it may be a problem in the 
future. We'll see. 


TECH 

TALK 




□bey All Rules! 


a Play5tation2 website and I try to answer all of the PS2 
questions that my guests ask, but I have one question that I just can't 
seem to find the answer to. 

Somebody asked me if the UK PS2 DVD player is multiregional. If 
you could answer this it would be really helpful. 


LINK-UP ► 


Games,Why Are You So Scared?" 

►Prettz A. Strife, age 15 

Strife_prettz@yahoo.com 
Favorite Genres: RpGs, SkSer games 


Favorite Games: Chrono Trigger, All 
Final Fantasy's, Tony Hawk Pro Skater 
Resident Evil 3, Lunar SS5C 
Quote: "Death is its own adventure... 
Life must be a walk in the Parkll!!” 

^ Kenny Reynolds, age 19 

kennyz28@webtv.net 
Favorite Genres: Fighting, Survival 


Horror 

Favorite Games: Mortal Kombot 
Series, Street Fighter Series, Resident 
Evil Series. 

Quote: "You have one chance to live..!' 

^Andrew Padilla, age 14 

mad_dog29@juno.com 

Favorite Genres: RPGs, Actio n/Horron 


Adventure 

Favorite Games: Final Fantasy VII 6 
VIII, Tomb Raider!- 4, Resident Evil 1-3, 
Star Ocean, Time Crisis 
Quote: "Waaaassssssuuuuup!!!" 

►Will Mouradian, age 13 

Corduroyguy125@aoLcom 

Favorite Genres: RPG, 
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Unleash total dev^astation by 
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FAN ART 

Welcome to the Fan Art section! Each month we'll be taking 
a look at the coolest PlayStation fan art from the hottest new 
talents around. If you've done an illustration that you'd like 
to see printed here, send us a copy! (We'll take originals too, 
but we can't return them). Address it to PSM Fan Art, c/o 
Imagine Media, 150 Horth Hill Drive, Brisbane, California 
94005. Even better, if you have the art In a high-resolution 
digital format, e-mail it to us at psm@imaginemedia.com, 
label the subject heading “Fan Art." Now get busy! 




▲ Awesome! We're huge fans of the WWF and 
The Simpsons around here — thanks, 526! 


have a real talent for cartoon shading. 





ViRi 




Tokoya's eye he loved It so much. FELIPE SI1ITH, you da MAN! 


P> This is by far our funniest piece of fan art in months! 
Big thanks to ADI DARDA, who not only has incredible 
artistic talent, but a darn good sense of humor, too. 


▲ RON CHAN added a lot of detail to this 
illustration — just check out the wrinkles! 


▲ IIARCUS JONES sent in this cooi pic of a 
seriously ticked-off Jill Valentine from RE3, 


A Our old pal ERIGAUDIAIIO keeps getting better. 



Action/Adventure and fighting 
Favorite Games: Final Fantasies 68 7, 
Vagrant Story, Meta! Gear Solid, Star 
Ocean Second Story, Syphon Filter, Fear 
Effect, Resident Evil 2, Tekken 3, Marvel 


i/s. Capcom 2 

Quote: If life sucks, you are just gonna 
have to deal with it. If you be yourself, 
life wont suck!’ 

^ MikeTedeschi 

no 14mike@aoLconn 
Favorite Genres: RPG's, Fighting, 
Shooting, Action, and Sports 


Favorite Games: FF7 S FF8, The 
Legend of Dragoon, Tenchu, Cool 
Boaders 4, Driver, MGS, Madden '97 
Quote: "Quick what's the number for 
911!?!" - Buckweet 

^ Logan Wolvine 
Favorite Genres: All of 'em! 

Favorite Games: Metal Gear Solid, 


Tony Flawk's Pro Skater, Final Fantasy 
7,8, Tekken 3, NFL Blitz 2000, RE 2, 
Mega Man X series, Parappa the rapper. 
Quote: "If there is a war coming, are 
you sure you're on the right side?" 

► Chris Sweeney, age 16 
Silverstreak3984@aoLcom 
Favorite Genres: RPG, Sports, Action 
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L !, VT. L. 

5upergoku29@aol.com 


L'ebaiiJULUu ['m looking for 
“Valkyrie Wilde", willing to trade 
“Spec Ops: Stealth Patrol" 
"Suikoden". E-mail me any offers. 
(Does someone want to clue 
Jacques in? — Ed.) 


^ Eric Shiith 

Stunt5tudSmitty@freedsi.com 
Description: I am selling these games: 
Chrono Cross and Dance Dance Revolution 2 
(YOU NEED A MOD CHIP) for S35 each! I am 
also selling US. games like NCAA Football 
2000 SI 5, Madden 99 SIO, Dino Crisis 515, 
NFL Gameday98 S 5, Vagrant Story S 30, MK 
Trilogy $15, Destruction Derby 2 $10, and 
Battle Arena Toshinden $5! 1 am also selling 
Tons of PC games, such as Starcraft and 
Everquest, for a cheap price of around $2- 
$10!! also am selling a FF7 Soundtrack (83 
Songs) for $30! 

> Danny WormeJy 

wormley@mis.net 

Description: I want to sell a regular Nintendo 
+ 15 games!!! Jackac, Super Mario Brothers 
163, Dr. Mario, Ninja Gaiden 2, Punch Out, 
Astvanax, Simons Quest, Balloon Fight, 
Platoon, Home Alone, Sky Shark, Tecmo Bowl, 
The Hunt For Red October, and Silent Service. 
Will sell all for around 50 dollars. E-mail me 
with best offer!!!!!!! 

^ Chris Dehayes 

Baboon69@bigplaneLcom 
Description: I would like to sell Thrasher 
Skate and Destroy for $3.00, Gran Turismo 2 
for $7.00, Medal Of Honor for $5.00, and 
MTV Music Generator for $4.00. I am also 
willing to trade. 

^ Nick Polster 

gogetago@hotmail.com 
Description: Step right up, ladies and gents, 
step right up for the best deal you're gonna 
find on the market for twenty bucks, Ready2 
Rumble for dreamcast, fifteen dollars and 
fifty cents; Cool Boarders 2 (greatest hits 
version), for seven dollars; Spider, for ten 
dollars; Mortal Kombot 4 ,for four dollars; a 
Pizza Hut demo disc (Metal Gear, Gran 
Turismo, MedievH, Tomb Raider 3, and Crash 
3), for four dollars; Bust A Groove demo disc 
for four dollars; Ape Escape demo disc, and 
finally for seven, Kiss Psycho Circus (the 
music cd, not the game). I also have an 
extensive collection of comics and col¬ 


lectibles. I will trade anything for Deception 2: 
Kagero (the parties I had when I rented that!) 
or Final Fantasy Anthology. 

^ Suleman 

Aleon84@aol.com 

Description: I am looking to sell or trade a 
couple games, book, and a controller. I have 
RE2, Dino Crisis w/ RE3 demo, and Spyro 2 
to sell for $25 each or trade for other good 
PSX games. I have a blue controller without 
dual shock or analog, but for PSX in perfect 
condition (NEVER BEEN OPENED OR OUT 
OF BOX)! I have a Blockbuster Secret Codes 
2000 book for $6 w/ 512 pages filled w/ 
PSX-N64-Game Boy Cheats, Codes, and 
Passwords!!! am selling my PSX 
Underground CD V2.4 for $7 and 0PM 
demos #24-25, each for $3.1 have 
Pokemon Red & Blue for $25 together or 
$15 each. I have an Animaniacs game for 
Game boy for $10.1 also have MK263 for 
SNES, Donkey Kong 163 for SNES, Power 
Moves for SNES, Super Mario Bros, for 
SNES, 2-SNES controllers all for $10 each 
and a X-Men 2 game for SEGA for $10 and 
2-SEGA controllers for $10 each. I am 
willing to trade or buy Galerians, RE3, or any 
DBZ stuff or game guides to those 2 games 
for reasonable prices. Email me 

^ Corey DePaul 

animewiz102@cs.com 

Description: I’m looking to buy good 
Playstation RPGs at a reasonable price (also 
in good condition). If interested in getting 
money for your unwanted Playstation RPGs, 
send me a list of the games with prices. 

> Matt Caraballo 

zigy23@hotmail.com 

Description: I am selling COOi. BORDERS 3, 
SPACE JAM, WWF AUITUDE, ALIEN TRILOGY 
,and TWO PIZZA HUT DEMO DISCS. Each 
game is $15 or $25 for two and the demo 
disc $3 each or $5 for both. I will also buy a 
GAME SHARK or DRAGON BALL Z: LEGENDS 
WITH MODCHIP for a reasonable price. 

> Cool man J Wazzup 

Mangy flare7@aol.com 
Description: I am sellin' the whole kit! A 
PlayStation Console for $50-55. Gameshark 
PRO for $20-30. A nice green see-through 
controller with grips, analog, turbo, and 
steering wheel mode for $10-15.1 have 3,15 
slot memory cards, $6 each (CHEAP!!!). I 
have Time Commando, Steel Reign, WWF 
Smackdown, Gran Turismo, Final Fantasy 7 w/ 
strat, guide, Syphon Filter w/strat. guide, 
Metal Gear Solid w/ strat. guide, NBA Live 
2000, Need For Speed 4: High Stakes, Crash 
Bandicoot 2: Cortex Strikes Bock, 2 under¬ 
ground Jampacks and the latest 
Underground CD mag 4.1 and some demos. I 
don't care about the game prices, i just want 
some offers (please!!). If you're looking for 


any games, my friends have almost all of the 
PS games so Just tell me what game you 
want and I'll try to get it! 

^ Jay Blann 

winkeyes@yahoo.com 

Description: I am looking to sell a Sega 
DreamCast with one controller, rfu adapter, 3 
memory cards, the adapter that comes with 
it, and 5 demos for $150. Also selling 
Resident Evil Code l/eron/co+Strategy Guide, 
CrazyToxi, Trickstyle, Blue Stinger, NBA2k, 
NFL2k, and South Park Chefs Luv Shack. \ also 
am looking to sell NFL Blitz, Red Alert 
Retaliation, and Cool Boarders 4. Contact me 
for the prices of the games. 

► Josh Garcia 

JgBaLLeR21 @aol.com 

Description: I'm trading/selling Gameshark 
Pro. It’s in perfect condition and includes an 
instruction manual and a video. I'll sell it for 
$ 20 . 

► Tom 

tr4243@hotmail.com 

Description: I am selling my PlayStation w/ 4 
controllers, 4 memory cards, and 12 sports 
and racing games. Everything is in great 
condition. Email me to find out which games 
I'm selling and your offer. I will sell this whole 
package fairly cheap. 

► Brad Taylor 

Brad 81 @p td.net 

Description: I am selling/or looking to trade 
the following games. I have WWF 
Smackdown, Resident Evil 3, Madden 99, Wild 
Arms 2, Duke Nukem : Total Meltdown, and 
Final Fantasy VIII. I am looking for the 
following games: Mod chip and any Dragon 
Ball game. I am interested in buying/trading 
for any RPGs also. 

^ Buddy Anderson 

DJ fight4life@yahoo.com. 

Description: I am willing to trade/sell the 
following games! Blood Omen Legacy ofKain 
[PSX S10-$20],Crf7s/) Bandicoot 2 Cortex 
Strikes Bock [PSX $10-$ 20], Legend ofLegaia 
[PSX $15-$25], Costlevania 3 Belmonts 


Revenge [GB no booklet $5], Frogger[GBC 
no booklet $5-$10]. I am willing to trade 
games al50.Ail games are in good to mint 
condition. 

^ David Lopez 

afro_master2001 @yahoo.com 
Description: I want to sell or trade: Twisted 
Metal, Rampage World Tour, Vigilante 8, 
Syphon Filter, Crash 1, 2 and 3, ESPN 
XGames Pro Boarder, Colony Wars: 
Vengeance, 4 demos and my Gameboy link 
cable. E-mail me for prices, 

^ Ryan Lewis 

Alien200087@aol.com 

Description: f am trying to seil WCW vs. The 

World with the code book and also WCW 

Mayhem without the code book. They are 

both in good condition. Email me if you are 

interested. 

^ David Yarbro 

slimmer@angelfire.com 
Description: I have some games for sell or 
trade: Wild 9 w/strategy guide, NFL Gameday 
99, Crash Bandicoot 2 w/strategy guide, Need 
for Speed: High Stakes, and Driver. I will sell 
for 15-20 dollars. I am looking for Rollcage: 
Stage 2 and NHL 2000. 

^ Starehild 

starlancer84@hotmail.com 
Description: I am looking for Xenogears, 
Final Fantasy Anthology, Perfect Dark (N64), 
and Ape Escape. I am selling Legend ofMana, 
Tony Hawk's Pro Skater, Tekken 2, Street 
Fighter Alpha 3, Final Fantasy 8, Breath of 
Fire 3, Metal Gear Solid, Megamon X4 (each 
for $20-$40), and a Sony Mini-Disc Player 
(batteries/headphones/everything included) 
for $90-5110. 

^ Stephen Harkay 

Wabada@hotmail.com 
Description: I am selling Legend of Legaia 
for at least $30.00,1 can go less though. The 
game is in fairly good condition, there are no 
scratches on the cd, but there are a few 
cracks in the case. 
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child you visited your Grandfather's ranch when vacation plans fell 
)ugh. Return to the farm that holds fond childhood memories and rejuve 
; long neglected fields. Tend to your livestock and interact with over 50 
ers as you struggle to make a life for yourself home on the range. 








Prepare a wide variety of dishes in your own kitchen using your 
harvested items and the recipes you learn from the townsfolk. 

Serious Fiuf'^ 
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Think you've got what it takes to be a 
professional game journalist? Think you 


AudBtBixexi 
of Onoiteions 


Okay then tough guy, prove it! 

Jot down your own caption for the game 
screen to the right, and if we like yours the 
best, we'll send you a PSM prize package 
filled with PlayStation games and goodies! 

Just send your entry to PSM Caption, c/o 
Imagine Media, 150 N. Hill Drive, 
Brisbane, CA 04005 by January 1st. We'll 
run the winning entry in a future issue. 


A KNOW YOUR ROLE AND WRITE THIS CAPTION, JiffiRpln 
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PLAYSTATION PREVIEW 2001 
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Want to know what’s going to happen with PlayStation and PS2 next 
year? We’ll be talking to company presidents, the hottest game develop¬ 
ers and more to get the early word on the games and events that will 
shape PlayStation gaming in the year 2001. 
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Even as we speak, Tokoya is stompin’ a mudhole in that game, and walkin’ 
it dry! Next month, he’ll list all of the secrets and hidden characters! 

TONS OF PREVIEWS! TONS OF REVIEWS! GAMES! GAMES! GAMES! 
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You thought this issue was packed? Just wait until next month, where 
we'll be blowing the lid off more hot PSone and PS2 games than ever! 
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Animated Blood and Gore 


Animated Violence 




I the blockbuster survival-hbiToi^hit. Sent ill for search and rescue, she is j 

■■ v-'-vv-HAji^”.. '* . . J". ".‘■^\ j"^:": "^ ■-■■ ■ ■ S 

heavy artiliery. Only Regina is jl||j^ed fo^^e ^drenaline-pumpirig battlt 
^ the recon team will soon encounter. Mo^fticliSh! More intensity! 

^ More prehistoric predators! One questilxlK ^^JjS L 
r remains... are you the hunter - or the hunted? 
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